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If you can read this, your 

disk is missing. 

Ask the newsagent. 




RED ZONE 

Get Your Knee Down! 
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Sensible Soccer, Addams Family, Fire 
I & Ice, Monkey Island 2 & More! 




The Fastest Road 
Routine Ever! 
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The Godfather™ 

A computer adventure which 
captures the very essence of the 
Godfather trilogy, 
where Domination/ Power, 
Wealth and Justice are all part 
of the game plan. 

* Digitised sound effects. 

* Full colour bitmaps allowing 
stunning detail and realism. 

* Unique graphic interaction 
sequences. 

Available on: Atari ST, Amiga 
and PC (VGA only) 

TM and 1991 Paramount Pictures, All rights reserved. 
The GODFATHER is a trademark of Paramount Pictures. 
U.5, Gold authorised user. 





G-LOC"* 

At the controls of an 
experimental super 

Eiane you plunge 
eadfirst into the 
unknown fightin 
territory. Fast an 
frantic (Hoc takes 
you to the 
edge! 
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• 3d missions and three 'player 
selectable' modes. 

• Armed with impressive letters and a missile 
guidance system. 

Available on: C64 & Amstrad 
cassette & disc, Spectrum 
cassette, Atari ST and Amiga 

© 1990, 1991 SEGA 1 **. All rights 
reserved. G-LCXJ™ is a trademark 
of SEGA ENTERPRISES 
LIMITED. jL 





Indiana Jones™ and the 
Fate of Atlantis Action Game 

Nazi Germany has rediscovered the Lost Kingdom 

of Atlantis, and with it the formula to 

produce the urn' mate bomb. 

Only one obstacle stands in their way - Indy! 

• 9 lavishly detaited action packed locations. 

• Dazzling 3D isometric world ■ click from 

one tarn era angle to the next. 

• Awesome animation, musk and 

sound effects. 



Indiana Jones™ end 

the Fate of Atlantis 

199lLut«Arts 

Entertainment 

Company, 

All rights reserved. 

Indiana Jones and 

Indy ore registered 

trademarks of 

Lucasfilm Ltd. 
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Software 2000's The Manager 
The definitive football management 
simulation featuring all dubs in 
the 1 991 -T 992 top 3 
league divisions. 

• Select your team 
and choose from 
a I year, 3 year 
or unlimited game} 

• 3D animation 
sequences iet you 
watch highlights of 
your team in action. 

• Manage your money 
as well as a team. 
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Available en: 

Atari ST, Amiga 

and PC (VGA only) 

© 1992 Software 

2000. All rights 

reserved. 
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Available on: 
Amstrad & C64 
cassette & disc, 
Spectrum cassette, 
Atari ST, Amiga & 
PC and 
compatibles. 
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A SERIOUS 
EXPERIENCE! 

U.S. Gold Ltd., Units 2/3, Holford Woy, 

Hotford, Birminghom B6 7 AX. 

Tel: 021-625 3366. 



NEED HELP? CALL THE 

@ GOLD PHONE 

HINTS & TIPS LINE 

LEGEND OF MRKMOGN |(Ti OF THE JEHfltHI! IT ■ 5HAMW SORCEEiR TEL: 1IM «4 tit 

HILUAR ■ MAGONS OF FbME • HEMES OF "HE LANCE TU: Wtl 4*3 W 

CIK5E OF THE tl.il 5CN&5 ■ POOL 3F* RADIANCE 
■CHAMPIONS OF KFtTF* Ttt:«»l 4*1 «» 

BUCK HOCERS ■ HCBr OF THE 5-.VSB H JJE5 « ITi Of "« fcE-OlOES TEL- OS? 1 441 #30 

Off RADON STEALTH - ANOTHER WflftLD - CRUISE FOR A CORPSE TEL: St if «4 2(4 

LLXASFILM HELPUNE - LE CHUCKS REVENGE iMONKEt" 'SJND 2 < IFsElANA J0NE 5 

• IAK MCKRACKEN > MANIAC MANSION - LOOM - SECRET OF WCrNKET ISLAND 

■ BATTLE OF iClTAIN TEL: Oil* 4S411J 

NEW RELEASES - AMOTION TEL: DIM 4S*!34 

COMPETITION ■ £200-00 WORTH* OF U.S. GOLD GAMES 

TO BE WON EACH MONTH. ■ ai h. : ,u,i M*h 

e under IB plfDH gj.1 pimuMn Ffrui. rh. liii Br ui K .. CjUt cw Up per^inuhs cht<st» -tfk. 

48p EHr msijt qll phhi-rlm^h. 
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12 NEWS 

Bong! Some new games come out. 
Bong! Some software company 
starts up. Bong* Something else 
happens, 

16 LETTERS 

Points of contention, points of 
order, points of view and all that 
sort of stuff. * . , 

21 ONE ON ONE 

Tom Watson, the man responsible 
for the construction of one of the 
high est- profile publishing houses in 
the UK and currently boasting the 
most taiented Jine-up of develop- 
ers in the world, talks to a similarly 
successful software figurehead, 
Gary Whitta. 



24 WIN A FOOTBALL 

HOLIDAY! 

Renegade earn themselves a gene- 
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In yet another world-drubbing exclusive, we 
the sequel to The Biggest Game of All Time Iver and 
talk to its creator, David Braben. This month, we've 
got the first ever published screenshot. Gripes! 



rocity gong for offering this simply 
marvelous compo prize, a/lowing 
the scorer of the finest Sensible 
Soccer goal to go abroad and 
watch some soccer. 

84 BE IN LURE OF 
THE TEMPTRESS 2! 

Get your ugly mug into Virgin's 
blockbuster sequel by identifying 
the various elements of our own 
Frankenstein's Monster of Games! 

87 CHEAPOS! 

Got a spare £ 7.99 left over after all 
those Orange Maid lollies? What 
better way could there possibly be 
to spend it than by investing in 
some budget fun? None - that's 
what! J ■ 



96 SUBSCRIBE! 

Get that social interaction down to 
the absolute minimum - subscribe 
to The One and you need never 
leave th? house. 

98 PD ZONE 

Right-on (and soon to be boss) 
David Upchurch from Islington 
shows us running dog capitalists 
the way of the future - free soft- 
ware. 










GAMES FEATURED IN THIS ISSUE 
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WALKER 

DMA Design (those people who 
brought you Lemmings, don't you 
know} have been beavering away 
on their latest creation, Walker 
(based on the AT-ST from out of 
Return of the Jedi don't you know) 
and we've been asking them al 
about it (on page 36 - don't you 
know anything?!) 



KILLZONE 

.. In The Middle 

Har har! Beware software pub- 
lishers! Your puny games are no 
match for Kommander KiJIzone 
and his battalion of games 
stormtroopers! Dedicated to the 
liberation of gamers imprisoned 
in tricky levels everywhere, K,K, 
is a new kind of hero for Britain, 



THE ADDAMS FAMILY 



AQUA VENTURA 
ARSENAL FC 
BATTLETOAD 
BEASTMAST) 
CALIFORNIA GAMES 2 
CAMPAIGN 
CIVILIZATION 
CRAZY CARS I 



REVIEW 



PREVIEW 



BATTLETOADS 


BEASTMASTER 


PREVIEW 



REVIEW 
PREVIEW 



REVIEW 



REVIEW 
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101 PREVIEWS 

A bit like Things to Come, except a 
hundred times better, and without 
all the poncey language. 



105 GAMES INDEX 

A nightmare of research and re- 
typing, just to hefp your games 
purchasing decisions. And what 
thanks do we get? None. I ask you 




CURSE OF ENCHANTIA 
DARK SUN 

EMLYN HUGHES SOCCER 
ELITE 2 



FIRE & ICE 
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Neeeeeeeeeeeoooooooooow! 
Psygnosis take a break from side 
-on scrollers to produce a 3D 
bike racer with helmetfuJs of 
play ability. 





INT. SPORTS CHA 
LIVERPOOL 
G0BLIIINS 
M 



1 SEYMOUR IN HOLLYWOOD 
LEEPING GODS LIE 



NIGEL MANSELL'S WORLD 
CHAMPIONSHIP 



30 



First time programmer m really important game shock? We talk to 
Damian Hibbard, Gremlin newboy and man behind ManseH. 
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SPACE CRUSADE 



SPIKE IN TRANSILVANIA 
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HEAPOS 
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STRIKER 



SUPER TETRIS 
WALKER 
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TRODDLERS 
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Storm don't release a heck of a lot of 
stuff but when they do you can bet 
your bottom it II be a doozy. Trod- 
dlers, we're pleased to say, looks set 
to carry on that honourable tradi- 
tion. 

The plot goes something like this: 

Hokus and Pokus are two cutesy 

little apprentices to the wizard 

Divinius who unfortunately are a 



little lacking in the. brain depart- 
ment. While cleaning out the sor- 
ceror's store cupboard one day, 
Hokus and Pokus come across a box 
labelled WARNING] Instant Magical 
Troddlers. DO NOT TOUCH I". Think- 
ing that they could use a little help 
with the cleaning Hokus and Pokus 
eagerly open the box.... 

There's a sudden boom, then hun- 
dreds of baby Troddlers flood Out of 
the box and into the room. As if gift- 
ed with some uncanny horning abil- 
ity, the Troddlers make for a nearby 
teleport door (you know what these 
wizard's castles are like) and disap- 
pear. Just as the last Troddler Is div- 
ing into the magical portal, Divinius 
bursts into the room. He's madder 
than Hell - taleporting can cause 
Troddlers to turn into deadly Zom- 



bies! With some gentle encourage- 
ment from his boot, Diuinius sends 
Hokus and Pokus through the tele- 
port door with orders to round them 
ail up and bring them back agairv 

Without wishing to start legal ruc- 
tions, it has to be said that Troddlers 
is very 'Lemmings-y'. Certainly 
there's no difference at all in the 
basic aim - guide your Lemm - sorry! 
- Troddlers to the EXIT doorway, 
keeping as many alive as possible, 
However, you'll discover that it's 
quite a different game to Lemmings 
to play although just as addictive, if 
not more so! 

This excellent demo boasts six lev- 
els of increasingly brain-teasing 
action and will show you marly of 
the wonders of the Troddlers' world. 
The final game will boast over 160 
(!) levels along with a simultaneous 
two-player option where you and a 
friend can either co-operate or com- 
pete to rescue the tiddly Troddlers] 
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INSTRUCTIONS 

GETTING STARTED 

Select the Troddlers demo from the 
disk menu. Once loaded you can sit 
back and watch a demo level played 
out for you by the computer. If you 
don't fancy that then hit ESCAPE to 
get into the demo proper If you've 
played the demo before and want to 
skip some of the early levels, then 
tap F1 to bring up the passcode 
screen. A passcode is given to you on 
the information screen that pops up 
before each new level. This screen 
also tells you other information 
about the level to be played, such as 
number of Troddlers that must be 
rescued or any special conditions 
that must be met or enemies to be 
avoided. 
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C O V E R D I S 



Zowieee! Removing those disks from the cover of 
the magazine was probably a rather painful 
experience, as they're full of such ball-bustingly 
good software. But don't despair if you're now 
feeling slightly chafed, as the quality and excellence 
of the contents will send you into a virtual trance 
of happiness. 



LOADING YOUR DISKS 

Want to load your disks? Easy, in fact, it's so easy thai the 
only way we could make it any easier is by coming round to 
your house and loading the disks for you. But, being the top 
international mega -stars that we are, we'd never dream of 
stooping so low so you'd better listen up and pay attention 

to the following instructions: 

(1) Select the disk - either Disk A or 
Disk B - you'd like to look at. This is 
probably the trickiest part of the 
whole deal because they're both so 
damn good. 

(2) Insert the disk in the drive slot on 
your Amiga. 

(3) Turn on your Amiga. 

(4) A menu bearing something simi- 
lar to The One's logo will appear. 

Select the game or demo you wish to play by pressing the 
appropriate function key. There may be a small delay 
between the game loading and something appearing on the 
screen. Don't worry, your computer hasn't blown a gasket ■ 
there's just some heavy-duty decompaction going on. 
(5) There is no fifth point. See? We said it was easy. 




CONTROLLING HOKUS 

During the game us* the joystick to 
move Hokus left and right and push 

UP to make him jump. You can steer 
Hokus in the air by moving the 
stick. 



STAIRWAY TO HEAVEN 

The aim of the game is to build a 
pathway for the Troddlers so that 
they can reach the EXIT door safely. 
To help him do this Hokus is blessed 
with the magicril ability to create or 
demolish blocks. To do this, make 



Hokus stand still and hold down 
FIRE. Now push the joystick in any 
direction, A crosshair will appear, if 
the crosshair is floating in empty 
space then releasing FIRE will cause 
a block to appear. If the crosshair is 
over a block then releasing FIRE will 
cause the block already there to dis- 
appear. It sounds a bit complicated 
but it's a lot easier in practice than it 
is in theory. 



AND THERE'S MORE... 

Or your travels you'll find lots of juicy 
fruit bonuses, meet lots of weird crea- 
tures and encounter lots of strange 
obstacles, but it's probably more fur for 
you to discover them and how to deal 
with them yourself. Two words of warn- 
ing, though: beware the deadly Zombie 
Troddlers because they'll drain your ener- 
gy (they can be killed - but how?) and 
don't let differently-coloured Troddlers 
meet because they'll explode if they do I 



CALIFORNIA GAMES 2 




If you've ever fancied trying hang- 
gltding but don't fancy the thought 
of being dashed to death on some 
jagged rocks at the bottom of a 
4Q0ft high cliff, then this may just be 
the demo you've been waiting for. 
Hang-gliding has been taken from 
US Gold's imminent California 
Games 2, sequel to the classic Epyx 
hit. It's just one of the five events in 
the full game - as well as hang-glid- 
ing you can practice alone or com- 



pete with your friends at jetsurfing, 
bodyboarding, snowboard ing and 
skateboarding, They're all great fun 
so if you're searching for some sum- 
mer sporting activity that means you 
don't actually have to get off your 
lardy butt (good news for Whits} 
then look no further. 

Unlike most other games, there's 
no 'end' as such. The fun comes from 
learning how to fly the hang-glider 
well, using the thermal air currents 
to climb or descend, speed up or 
slow down, performing stunts and 
bombing the targets bobbing up and 
down in the water below. Everything 
you do well earns you points, espe- 
cially landing safely back on the cliff 
you launched off from! Try playing 
against your friends! 

INSTRUCTIONS 

GETTING STARTED 

Select the California Games 2 demo 
from the disk. Hit the joystick's FIRE 
button to get through the title 
screen. Eventually a menu screen, 
showing five beach dudes standing 
around an old VW 'Beetle', will 
appear. Use the joystick to move the 
seagull cursor around, Move it on to 
the 'DOS HIGHWAY' sign and hi 
FIRE and you'll exit the demo so 
don't do that. 




COVERDISKS 



CALIFORNIA GAMES 2 (cont) 



Requires original EPIC to run. 
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EPIC MISSIONS 



PRACTICE 

Move the seagull onto the girl with 
the hang-glider and hit fire to start 
practising. There'll be a bit of disk 
loading then you'll be presented 
with a picture of the girl standing 
poised on the edge of a cliff. Hit fire 
to launch her into the void. {Hint: 
Watch the wind sock and wait for a 
good onshore breeze.) 

FLYING THE GLIDER 

Once in the air, control the hang- 
glider using the following joystick 
controls: 
LEFT 

■ Turns the glider around if flying 
right. Levels the glider out if flying 
left. 

RIGHT 

■ Turns the glider around if flying 
left. Levels the glider out if flying 
right. 

UP 

- Makes the glider climb. Be care- 
ful you don't stall! 
DOWN 

- Makes the glider dive. 
FIRE 

■ Launches a water ballon. The high- 
er up you launch the ballon the more 
points you'll score if you hit a target. 



PERFORMING STUNTS 

To perform a 540 :: turn, go into a 
turn and hit FIRE (if you time it right 
you won't lose a water balloon). To 
swoop, push UP until you stall at 
high altitude. Allow the stall to take 
you into a steep dive, build up speed 
then pull out by pushing UP at the 
last moment. To loop, perform a 
swoop as before, then push UP and 
LEFT or RIGHT to go into the loop 
Remember: Vou have just two min- 
utes to perform all your stunts 
before you have to head back to 
terra firma, (Hint: Practice, practice, 
practice!) 

COMPETING WITH YOUR 
MATES 

Return to the main menu and move 
the seagull on to the ENTER COM- 
PETITION sign and hit FIRE, A score- 
board will appear. Type in each com- 
petitor's name and hit RETURN after 
each entry, When you've finished 
entering everybody's name keep tap- 
ping RETURN - eventually you'll 
return to the main menu, Move the 
seagull onto the hang-glider girl and 
hit FIRE to highlight the event. Move 
the seagull onto the 'DONE' sign and 
hit FIRE. Now - get gliding! 
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So you think you're hard and clever 
because you've defeated the Rexxon 
Empire? Well, you ain't seen nothing 
yet! Get ready for the biggest fight 
of your life with these two EXCLU- 
SIVE missions for Ocean's EPIC {in 
every sense of the word) space 
extravaganza, courtesy of those 
great guys at Digital Image Design. 

The missions featured here are a 
sort of prequel to the events in EPIC. 
A Rexxon fleet has attacked the 
outer Federation colony DIDY ALPHA 
ONE. Seeing this as a perfect oppor- 
tunity to test out the EPIC ship 
before the trek to Ulysses VII, the 
Federation bosses send you and your 
ship into the battleione to sort 
things out. 

In the first mission, you have to fly 
to DIDY ALPHA ONE, Only one thing 
stands in your way; a massive * and 
we mean massive! - Rexxon fleet. Lit- 
erally hundreds of Rexxon ships both 
big and small are just itching to fill 
you full of plasma. [DID reckon this 
space battle is bigger than any in the 
original EPIC game ■ you have been 
warned!) 

Having inflicted heavy losses on 
the Re axon's in space, the second 
mission take you down onto the 
planet itself to wreak more havoc. 
Here you have to destroy two major 
Rexxon installations: the DID 
Research Labs and The One Central 




OBJECTIVE TWO 

PROCEED DIRECTLY' TOWARDS 
THE PLANET AND ATTACK THE 
TWO PRIMARY TARGETS 

1 THE DID RESEARCH LABS 

2 THE ONE CENTRAL COMMAND 

' JTH TARGETS HAVE 

HEAVY DEFENCE 5HfELD3J 



Command. Several factors conspire 
to make this tougher than it might 
be, i.e. there are hundreds of enemy 
ships flying around, each installation 
is protectee) by a shield generator 
and, worst of all, the Rexxon's are 
jamming your radar meaning you 
have no planet map to guide you! 
This has to be the ultimate test for 
the cocky EPIC starpilot Are your fly- 
ing skills up to the mark? Load up 
the missions and find out 

INSTRUCTIONS 

GETTING STARTED 

Select EPIC missions from the disk 
menu . After a brief wait the game's 
credits will appear, followed by the 
mission briefings. As you'll see, the 
mission briefings are rather more 
impressive than in the original EPIC 
game. DID plan to use this sort of 
front end in the forthcoming full 
mission disks so remember where 
you saw it first. If you want to skip 
the briefings and get into the game 
then tap the left mouse button. 

Following the briefings and mes- 
sage will pop up asking you to insert 
your original EPIC game disk. Do as 
instructed to let battle commence! 
All control is as in the original game, 
although the keypad ENTER cheat 
has been disabled to make things 
tougher for you. Notice that you've 
been given a full complement of 
weapons to help you survive. You'll 
need them all, believe me I 

OBJECTIVE ONE 

Blast the Rexxons, basically! Destroy 
at many ships as you can. When the 
'% COMPLETE' indicator reaches 
100% you'll fly down to the planet. 

OBJECTIVE TWO 

Blast the Rexxons again! Locate the 
two major Rexxon installations and 
destroy them - you can't finish the 
mission without doing so. Take out 
anything else meaty looking you 
come across. Achieve 100% COM- 
PLETE to fly home to victory! 
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WIZZY'S QUEST 



A wizard and his apprentice are 
exploring a dragon's lairin search of 
the King's daughter who has been 
kidnapped by the foul fire-breathing 
lizard. The wizard, who is a bit of an 
absent-minded fool, spends all his 
time wandering back and forth, his 
head buried in a big spellbook. He'll 
unknowingly walk into all sorts of 
trouble, so it's up to his apprentice, 
played by you, to protect him from 
the dragon's minions and guide him 
to the door to the next room aod r 
eventually, a titanic confrontation 
with the dragon itself. 

VUizzy's Quest plays (ike a simpli- 
fied Troddlers, so if you enjoyed that 
demo you'll enjoy this game too. As 
with Troddlers, the apprentice's 
magic is limited to the building and 
destruction of stone blocks. The 
apprentice 1 can also try to pick up 
gems for bonus points. Wizzy's 
Quest boasts fifty levels, so there's 
plenty to get your teeth into. Enjoy! 

INSTRUCTIONS 
GETTING STARTED 

Select Wizzy's Quest from the disk 
menu. After a lengthy session of 
loading some game credits should 
appear then, after a bit of a wait, the 
game's title screen. Double click on 
the PLAY icon with the mouse point- 
er to get into the game. 

An animated intra will appear 

explaining Wizzy's Quest's . 

plot. Hold down FIRE on the 
joystick to speed it up and get 
to the game's menu screen 
more quickly, Select PLAY from 
the menu to get going. 

If you want to enter a pass- 
code given earlier select OPEN f 
SECRET DOOR! from the menu, 
type it in and press RETURN 



when you've finished. Now select 
PLAY from the menu. 

PROTECTING THE WIZ 

Move the apprentice left and right 
with the joystick and push UP to 
make him jump, To build a block 
press and hold down FlRE then move 
the joystick in any direction. If you 
try to build a block over another 
block the block already there will dis- 
appear. 

Using this magical ability, guide 
the Wizard to the door. If possible, 
try to collect the gems for points and 
the scrolls for hints. Every five levels 
you'll be awarded with a passcode, 

so write si down ,irul k^-i it safe! 
If you get stuck then hit ESCAPE 
to restart the screen. However, this 
will cost you one of your three lives 
so use this function wisely! The 
game ends if you lose all three lives. 



MATCH PATCH 



Like Battlements last month. Match 
Patch is one of those games that 
looks rather unappealing but con- 
ceals immense payability beneath its 
hideous surface. 

Our hero is Patch, a little yellow 
blobby guy. Guided by you. Patch 
has to jump around the platforms, 
zapping the various bad guys. The 
twist in this rather simple tale is that 
the baddies come in various flavours, 
each of which is only vulnerable to 
one special weapon, Patch can 
change weapons by dropping 
through the different holes in the 
floor and discover by trial and error 
which weapon kills what. 

The catch here is that if Patch hits 
a baddy with the wrong weapon 
then it'll mutate into another mon- 



ster type! The baddies also mutate if 
they drop through tho-se holes in the 
floor mentioned earlier. Clear the 
screen of creeps and Patch can move 
on to the next level- In addition there 
are various bonuses, both good and 
bad, to be picked up. 

And that's Match Patch. It's 
playable, it's addictive and it's fun, 
fun, fun! 

INSTRUCTIONS 
GETTING STARTED 

Select Match Patch from the disk 
menu, Once loaded, hit fire to start 
the game. Move Patch left and right 
with the joystick and push UP to 
make him (?) jump. Tap FIRE to make 
Patch launch a missile in the direction 
he' facing (the weapon currently held 



.THIS DISK IS FAULTY! 

Prebfams? Disk won't WOfkT Then pop 
it in a podded envelope along with in 
SflE to the value of 28p and sand it to: 

The On* Cevwdiik Returns, 

PC Wise, 

Unit 3, Merthyr htdutbuJ Pari, 

Pentrebadh, 

Merthyr Tydfil. 

Mid Glamorgan CF49 4DR. 
If you think your problem could be sort- 
ed our by a quick tinkle on the jelly- 
bone, than call the PC Wirt Helpline 00 
(0443} 693231 between 10:30 t-iti. ami 
12:30 p,m. week days. 



DUEL 



Super and simple. Duel is a two-play- 
er Battfezpne clone. Set on a vast 
plain »trewn with blocks and boul- 
ders, two futuristic armoured tanks 
do battle. Only one can survive. Will 
it be you? 

INSTRUCTIONS 
GETTING STARTED 

Select Duel from the disk menu. 
Once loaded, you'll be shown the 
title screen. Not that it features a 
storecard to show who's winning 
more battles. You can erase these 
scores by using the joystick to high- 
light the RESET panel and hitting 
FIRE, To start rucking, highlight the 
BEGIN panel and hit FIRE 



CONTROLLING YOUR TANK 

Duel is a strictly two-player-only 
game, so you'll need two joysticks, 
one in each joystick port. To move 
about, do the following: 
UP 

- Accelerate. 
DOWN 
- Decelerate. 
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is shown by an indicator at the top- 
left of the screen). Make Patch drop 
through the holes in the bottom qf 
the floor to change weapon. 

Bonuses appear randomly from 
time to time and they can be picked 
up by simply touching them, Watch 
the title screen for a while to find Out 
what each bonus does. Be warned 
now that some of them are deadly! 
Also, pay attention to the big timer 
- if you haven't killed all the on- 
screen baddies by the time it reach- 
es zero then Patch will lose a life. 



1Mb only. 




LEFT/RIPHT 

■ Rotate the tank. 
FIRE 

■ Fire. 

The scale to the left of the player's 
window indicates velocity. If the bar 
is positioned right in the middle of 
the scale then the tank will be sta- 
tionary. If the bar's higher than this 
then the tank's going forwards, 
lower it's going backwards 

The scale in the middle of the 
player's window indicates the speed 
of rotation left or right. Obviously; if 
the bar is in the middle of the scale 
then the tank is not rotating at all. 

The scale to the right of the play- 
er's window indicates the damage 
sustainable by the tank. If the scale 
dwindles to zero then the tank is 
destroyed. 




THANKS! 



Match Patch, W.izy't Quest 
and Duel are PD games and 
were Supplied by: Fortiss PD, 
P.O. Boh 2 r Earl Shilton, 
L*ic*ctar LE9 8LU. 



THE SMALL PRINT 

1. While hi at The One male* every 
effort to check the covcrdisk? far 
all known viruses, we can accept 
no responsibility for possible dam- 
age caused fay viruses which may 
have escaped our attention. 
3. The One and its retailers .ire not 
liable For any unnotified change to 
the contents of tha cover disks 
which may occur. 



BASED ON OFFICIAL GOVERNMENT 
DOCUMENTS. SHUTTLE IS THE MOST 
ACCURATE AND COMPREHENSIVE 
SIMULATION OF NASA'S SPACE 
SHUTTLE EVER PRODUCED FOR ANY 
HOME COMPUTER. 

FEATURES: 

. FOLD-OUT SHUTTLE FLIGHT DECK 
POSTER 

• VARIOUS LAUNCH AND LANDING 
SITES 

• AUTHENTIC CONTROL PANEL DISPLAY 












AVAILABLE FOR 

P.C. & COMPATIBLES, ST & AMIGA 

6 1991 Virgin Games, Ltd. All rights reserved 
G 1991 Vtfctor Grafix, Ltd. All rights reserved 
Virgin Games Ltd. 338 A Ladbroke Grove, 
London W10 5AH 
Tel: 081 960 2256 Fax: 081 960 9900 
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GAMESMASTER GOES LIVE 







Channel 4's top-rated computer 
games show Gamesmaster has joined 
forces with The One's publishers 
EMAP to stage a special live show at 
the end of the year that promises to 
be bigger than any computer event 
ever organised. 

Entitled Gamesmaster Live, it's a 
massive games expo to be staged at 



the Birmingham NEC between the 
4th and 6th of December. Based 
along similar lines to the European 
Computer Entertainment Show of 
two years ago, Gamesmaster Live will 
be attended by ail the top names in 
the games business whq will be 
showing off their wares for Christ- 
mas and 1993. Essentially it's a multi- 



format show, though the Amiga is to 
be featured strongly, and there are a 
number of glamorous TV-styie events 
planned- Not least of these is a life- 
size reconstruction of the Games- 
master studio, where show visitors 
will be able to take part in games 
challenges compered by show host 
Dominik Diamond, and have Conso- 



I stations with the Gamesmaster him- 
self, Patrick Moore. "A fun day out 

for all the family" is how EMAP's 
marketing machine is describing the 
event, and they should know. 

We'll be making more announce- 
ments about Gamesmaster Live clos- 
er to the event - for the moment, 
you'll just have to wait and salivate.- 



Palace bites the 
dust 



After almost a decade of publishing 
and several months of legal wran- 
gling? with its parent company, 
Palace Software finally closed down 
last month. 

The company behind classics like 
Barbarian, The Sheot'em-up Con- 
struction Kit, International 3D Tennis, 
Cosmic Pirate and countless others 
over the years has gone into volun- 
tary liquidation, leaving several 
games stranded mid -development. 
The most serious of these is Hostile 
Breed which, though completely fin- 
ished (and reviewed two issues ago) 
is now unlikely to be released in the 
immediate future. Palace's offices 
and staff, based in central London, 
have now become the UK arm of 
French favourites Titus, who have 
been releasing games through the 
company for the last few months. 

Commenting on the closure, ex- 
Palace boss and now top Titus man 
Pete Stone said "The main problem 
is that everything is in limbo right 
now. We're very busy with Titus, but 
projects like Hostile Breed and Super 
Barbarian will have to find homes - 
those homes may well turn out to be 




Palaces Hostile Br**d - just one of the titles left in limbo by the company's collapse 
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with Titus, I don't know." According 
to Stone work is continuing on Super 
Barbarian, but the shake-up might 



well mean its release being delayed, 
perhaps into next year. "Hopefully by 
the next issue of The One I'll have 



more definite information on th 
state of the games," cone 
Pete. Let's hope so... 
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jr six luvuls wHicl 



rm adv*|itur« played 
represented as diffe»$nfl]Lovie sets. 

A young filme Jilor has had his film sin km irono his cutting 

iwmthE^^pflflore the film's premiere. Yougfl « to search 

through the six different movie sets ranging from black and 

while, science fiction and horror levels through to cartoon, 

western and fantasy sets to retrieve the stolen canisters. 




Will you find the stolen film before the 
Premiere? 
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CDTV GETS SERIOUS 
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ALL THIS 

AMD 

SOME 

GAMES, 

TOO! 



Yes, CDTV and A57Q owners are in 
for a bit of a treat games-wise as 

well, with a plethora of new titles 
arriving for those with CD drives 
over the next few months. Unfortu- 
nately, as has become typical of most 
CD software, a lot of it ii that bor- 
ing "productivity and infotainment" 
claptrap that nobody is interested in 
There are some tasty games on the 
way, though. Lucasfilm ii producing 
a CD version of Indiana Jones and 
the Last Crusade for September, but 

n the meantime here's a tantalising 

riototide you over.,. 









(Above) CDTV Sports Football Ii, of course, 3 CO incarnation of the old 
Cinema ware classic TV Sports Football. Basically, the game arid graphic? are much 
the same, although this new version make? use of the CDTVs quarter-screen widen 
capabilities combined with top chromakey techniques to produce Some smart live- 
action sequences that segment the game action. And of course lh# TV-style pre- 
sentation has been played right up. Looks nice, doesn't It? 
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Commodore is breathing life into its 
flagging multimedia machine the 
CDTV this month with a new range 
of peripherals that theoretically turn 
the machine into a sexy black games- 
playing station. 

The three new add-ons to be 
released are 96- key keyboard, a 
mouse and a floppy disk drive, With 
everything plugged into the CDTV 
base unit (which Is basically just an 
Amiga processor running a CD drive), 
you've got a swish CD Amiga - admit- 
tedly it's practically no different to 
if you had an Amiga with an A570 
drive, but at least it looks nicer. 

Commodore is releasing the CDTV 
bundfed with all the bits and bobs 
under the moniker of the Multime- 
dia Home Computer Pack, and is 
priced at ES9&.99, For a nyhody think- 
ing abotrt splashing out on a new 
Amiga, it mightn't be such a bad idea - 
it works out cheaper than buying an 
Amiga and CD drive separately, and 
looks weld hard with its all-black trim, If, 
however, you've already got a CDTV 
and want to turn it into a decent 
Amiga, you can buy the bits separate- 
ly. The disk-drive is £99.99, and the 
mouse and keyboard are £49.99 apiece. 

You sexy thing - the all-new CDTV bun- 
dle is the ultimate fashion accessory for 

stylish Amiga gamers. 
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(Above} Amiga veterans will instantly 
recognise this as Interplay's classic Battle 
Chess, the game where the pieces come 
alive and then proceed tn attack, malm 
and kill each other on the chequered 
board. Basically it's the same game, 
although now you get a comprehensive 
animated tutorial to get you off on the 
right foot. Let battle commence) 



(RightJ in Sherlock Holmes - Consulting 

Detective, the CD-owning player gets to 
Step into the shoes of Sir Arthur Co nan 
Doyle's famous sleuth, It's another one 
featuring live-action full-motion video 
footage as the player chats to real actors 
in his travels around 19th Century 
London. The whole thing has a very 
Victorian feei, of course, and there are 

plenty of cases to solve in a game set 

over four parts. Elementary, eh? 
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Will wonders never cease? For no apparent reason (other 
than this rather weak photo opportunity), Commodore decid- 
ed to introduce top Chelsea midfielder Vinny Janes to the 
wonders of Amiga gaming by giving him a free A 500. As this 
picture shows-, boot bay Vinny is well chuffed with the 
machine, which he has set up in his kitchen (!) and apparently 
enjoys playing Kick Off 2 on. Although how he expects to 
score any goals while he's holding the joystick in such a limp- 
wristed manner is beyond us. 
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Amid a cacophony of trumpet-blowing. Enter- 
tainment International launches, its. new budget 
label Touchdown upon an unsuspecting world. 
The first two products to hit the streets - Emlyn 
Hughes International Soccer and Sleeping Gods 
Lie - are reviewed in this month's, budget sec- 
tion, and are to be followed up in later months 
with other top re-releases like Pipe Mania and 
Paradrotd 90, So, to celebrate this momentous 
occasion, the lovely guys and dolls at Ent Int 
have given us some smart prizes to give away. 
The senders of the first fifteen correct entries 
will each receive an excellent Touchdown T-shirt 
and a special green squeezy American football! 
They're brilliant! All you have to do is answer 
these three simple question*,: 

11 What position did Emlyn Hughes play 
for England* 

2) In which year did Pipe Mania origi- 
nally appear? 

3) Who programmed Paradroid 90? 

Send your answers on a postcard to Touch- 
down!, The One, Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU. The closing date is 2tsi 
August, the editor's decision is final and no cor 

respondence will be entered into. 




shop, the row upon raw of enticing 
shiny boxes can be just too over- 
whelming for the average punter to 
handle, So to point you in the right 
direction, we pick out what we believe 
to be the six titles currently available 
to buy that are most deserving of your 
hard-earned spends... 




MONKEY ISLAND 2 (US Cold) 

Lucasfilm's sequel to its tremendously popu- 
lar The Secret of Monkey Island is bigger, 
beefier and funnier than the original. Proba- 
bly the best adventure game on the Amiga to 
date, it's just a shame that you have to either 
own a hard drive or juggle eleven disks to 
play it. Guybrush's quest to find the fabled 
treasure of Big Whoop and come face-to- face 
with the resurrected LeChuck is gorgeous to 
look at packed to the brim with colourful 
characters, has laughs by the bucketload and 
is suitably epic in size. Look out for the chuck- 
lesome Lucasfilm in-jokes towards the end, 
94% 
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SENSIBLE SOCCER (Renegade} 

We're gettir g slightly tired of saying it, but 
this IS the best football game for the Amiga 
-and from reading your letters, it seems most 
of you feel the same way too. It's amazingly 
playable, got tons of depth, looks and sounds 
lovely and has bags of laughs in it too. If you 
haven't bought it already, you really have no 
excuse. Rectify the matter immediately - it'll 
be the best 26 quid you ever spent, 
91% 



Amiga-owning adventure fans should be 

dancing on the ceiling, what with this and 
Monkey Island 2 both out at the same time, 
This british-made graphic adventure is 
arguably slicker than Lutasfilm's offering 
(there's minimal disk-swapping), if not quite 
as enternaining and sweeping in scale. Chock 
full of atmosphere and pujzles, the game also 
boasts what may well be the cleverest com- 
puter-controlled characters ever seen. Hard- 
ened adventure fans shouldn't have too much 
troubfe completing it - but they'll have a jolly 
good time while they're at it. 90% 




THE AD DAM 5 FAMILY (Ocean) 

A superb example of how a simple platform 
game should be done, The Addams Family is 
an unashamed rip-off of the Nintendo Mario 
games - but who cares? This is the game to 
show that whatever a console can do, an 
Amiga can do just as well - if not better. The 
game area is huge, making it one of the bet- 
ter-value buys of recent months, it's not good 
to analyse a game as simple as this too deepy, 
we'll simply say it's a hell of a lot of fun, And 
that's why you bought your Amiga in the first 
place, isn't it? 90% 




RISKY WOODS (Electronic Arts) 

It's not often that Spanish developers Dinam- 
k come up with a new game, but when they 
do it's a real corker. This arcade quality platform 
blaster is o n a pa r with the likes of Myth - there's 
certainly enough violent action and impressive 
explosions to satisfy even the most maniacal of 
gamers. A word of warning - it's very tough, 
with the action coming thicker and faster than 
some unseasoned players may be used to, but 
veteran blasters will lap up the opportunity to 
face a REAL challenge for a change. 84% 
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D/GENE RATION (Mind scape) 

A little similar to the 3D Ultimate classics of 
yesteryear, D/Generatton Is a fine quality iso- 
metric arcade adventure with puzzle Over- 
tones. The atmosphere is gloomy and involv- 
ing as the player sneaks through the rooms 
of a laboratory complex that's been overrun 
by deadly genetic mutants. Certainly one of 
the better examples of puzzle-solving married 
with no-nonsense arcade action, ^Genera- 
tion is the ideal material for whiting away 
those hot Summer nights. Rough, tough and 
well worth the effort. 89% 



...After John Madden Football and last 
month's story on Desert Strike, Electronic 
Arts has confirmed that it will definitely he 
converting another of its Meg ad rive hits 
onto the Amiga for Christmas. This time it'll 
be the ultra-violent motorcycle racing game 
Road Rash that gets the treatment, although 
EA is remaining tight-lipped on who is actu- 
ally doing the conversion job for them... 

,., Rumour has it that Ocean has acquired yet 
another big-name movie licence in the form of 
Jurassic Park. The film, based on Michael Cri chiton's 
best-selling novel, is due out next year and tells 
the story of a genetic research plant based on a 
remote island where scientists are creating artifi- 
cial dinosaurs to populate a futuristic theme park. 
Naturally it all goes wrong chaos ensues as the 
dinos go on the rampage. The movie's due out 
next year and is to be directed by Steven Spiel- 
berg. Ocean, however, is refusing to confirm or 
deny the story... 



...Digital Integration's re-release budget (able 
Action 16 has added a new string to its bow, Now, 
in addition to the Classic and Premier ranges we 
have the cream of the crop, Supreme. The first title 
to appear on this high-profile new label is to be 
Spectrum Holobyte's classic flight sim Falcon ■ 
which we advise you to snap up now if you don't 
already own it, It's a bit good. Out this month. Fal- 
con costs £14.99 - and Mission Disks 1 and 2 will be 
following the month after at £9-. 99 apiece... 

...System 3 has signed a deal with toy pro- 
ducers Crayola, which means that limited edi- 
tions of the company's Silly Putty game - due 
out on Amiga in September - will feature a 
free sample of Crayola's popular multi- 
coloured "goo*. Bet you can't wait.,. 
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I Month Ending 27th June 1992 


FULL-PRICE TOP 40 


IS 


25 


PGA TOUR GOLD PLUS 


BUDGET TOP 20 


IB 14 ROBOCOP<TheHit5quad) 


1 NE 


SENSIBLE SOCCER 






(Electronic Arts) 


i 


1 


FIRST DIVISION MANAGER 


19 RE HEAD OVER HEELS 




(Renegade) 


20 


NE 


APIDYA(Play Byre) 






(Codemasters) 


(The Hit Squad) 


2 NE 


MONKEY ISLAND 2 


21 


15 


BLACK CRYPT (Electronic Arts) 


2 


4 


JAMES POND (GBH) 


20 19 LITTLE PUFF (Codemasters) 




(US Gold] 


22 


40 


ROBOCOP3{Oceanj 


3 
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RAINBOW ISLANDS 




3 1 


EPIC (Ocean) 


23 


36 


ALIEN BREED (Team 17) 






(The Hit Squad) 


THIS TIME LAST 


4 ME 


STRIKER (Rage) 
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WORLD SERIES CRICKET 


4 
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F-16 COMBAT PILOT 
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5 23 


JAGUAR XJ220 






(Soundware) 






(Action 1 6) 






(Core Design) 


25 
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PACIFIC ISLANDS (Empire) 
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MAGJC LAND DIZZY 


1 EYE OF THE BEHOLDER (US Gold) 


6 NE 


FIRE & ICE 


26 
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BIRDS OF PREY 






(Codemasters) 


2 TH E 5 ECRET OF MONK E Y 1 S LAN D 




(Renegade) 






(Electronic Arts) 
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(US Gold) 


7 NE 


CHAMPIONSHIP MANAGER 


27 


26 
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SCRAPPY-DOO (HiTec) 
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POPULOUS II 
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4 KICK OFF 2 WINNING TACTICS 
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OPERATION THUNDERBOLT 


(AfKO) 
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EYE OF THE BEHOLDER 2 
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MYTH (System 3) 






(The Hit Squad) 
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(US Gold) 
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WWF WRESTLE MANIA 
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WORLD CRICKET 


& HERO QUEST (Gremlin) 
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THE AD DAMS FAMILY 






(Ocean) 






(Zeppelin) 


7 DEFENDER OF THE CROWN 




(Ocean) 


32 
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SPECIAL FORCES (Mkroprose) 


10 
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WACKY RACES (HiTec) 


(Mirror Image) 
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JOHN BARNES EUROPEAN 
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(The Hit Squad) 
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EUROPEAN FOOTBALL 






(GBH) 


9 F- 1 5 5TRI K EAGLE 1 1 (Mkroprose) 
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JIMMY WHITE'S WHIRLWIND 
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10 NORTH AND SOUTH (Action 16) 
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LEGEND (Mindscape) 


M 


10 


THE NEW 2E ALAND STORY 


The One's monthly Amiga games 
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JOHN MADDEN AMERICAN 
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PINEALL DREAMS 
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RE 


BATMAN THE MOVIE 


by those fine men and women at 
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SPACE CRUSADE (Gremlin) 


38 


11 


SIM ANT (Ocean) 






(The Hit Squad) 


Gallup, and are sponsored by Pen- 




DIZZY'S EXCELLENT 
ADVENTURES (Cod em asters) 


39 


RE 


ARMOURGEDDON 
(Psygnosis) 
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RE 


LOMBARD RAC RALLY 
(The Hit Squad) 


guin biscuits (scrumptious !>. Oh, 
and they are the copyright of 
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GRAHAM TAYLOR'S SOCCER 


40 


21 


OH NO! MORE LEMMINGS 
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MIDNIGHT RESISTANCE 
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LETTERS 



There can be no avoiding it - The One's Letters pages just get bigger and better 
every month. There's nothing we'd like more than to hear what you've got to 
say for yourself and, to ensure that it happens, we give away no less than £50 
worth of software each month to the sender of the best fetter. If you've got 
something to say - be it profound,, trivial or just plain silly - we're all ears. So 
put pen to paper MOW! The address to write to is: Letters, The One, Priory 
Court, 30-32 Farringdon Lane, London EC1R 3 ALL There's also a FAX line for 
those who just can't wait to express themselves - the number is 071 972 6703. 



500 + 100 = ? 

Dear The One, 

I read your feature on the new 
A600 with interest and have a cou- 
ple of questions to ask: 
(1) The new Amiga has no keypad. 
Does this mean you cannot select 
external viewpoints on games like 
F/A-18 Interceptor? And what 
about selecting a person to sub- 
stitute on Kick Off without cursor 
keys? 

(1) The Smart Card system, Will 
there be a new gadget for A500 
owners so they can use games that 
come with a smart card? 

Do you know what the news is 
on Player Manager 2? And never 
mind Man Chester Utd and Arse- 
nal games, what about Leeds Utd? 
Anyway, I like the new look, but it 
would be nice if there were more . 
Letters pages. Anyway, I'm off for 
another go on the Indiana Jones 4 
demo. 

Karl Darley, 
Ma I ton, 
North Yorkshire. 
Your point about the numeric pad 
on the A600 is an interesting one. 
Hopefully programmers will 
ensure their future games wilt 
allow you to use the normal num- 
ber keys as well as the numeric 
pad, but it seems as though new 
A&OQ owners will have problems 
with games tike Interceptor, Kick 
Off and Epic, where some com- 
mands can only be accessed from 
the keypad. Dino Dini is working 
on Player Manager 2 as you read 
this, but there's no firm release 
date as yet. We were going to 
send you some software for your 
astute observation, but then you 
spoilt it ait by saying you were a 
Leeds Utd supporter. We get quite 
enough of that White Rose clap- 
trap from Team 77's Marty n 
Brown thank you very much. 
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NOT SO SMART 

CARD 

Dear The One, 

I read your feature on the new 






CONSOLING THOUGHTS? 






Dear The One, 

I don't want to sound discontented with my Amiga but the thing that 
really gets, on my nerves is having to listen to all my mates go on about 
how brilliant their consoles are. However, I can usually put up with 
this as I know that these people are sub- norma I bra in -dead morons 
who have no idea of the superior capabilities of the Amiga. \ was 
therefore very disappointed to read in the June edition of your fan- 
tastical magnificent magazine (slurp, slurp) how the new A600 has 
been designed to be a rival to the consoles, 

The odd classic platform or shoot-'em-up games, such as James 
Pond II or Projeet-X, are great fun but I really would like to see the 
Amiga pushed as a 'serious games machine' to quote you at The One 
This is to say I would like more programmers to follow the lead of Del- 
phine in making games like Another World that expand the frontiers 
of gaming on the Amiga. 

If the day really does come when The One's pages are full of Mario 
and Sonic clones then I will hang up my joysticks and start looking 
at PCs. For the time being though I will have to sit back and suffer the 
jibes of my friends. However, some free software might go some of 
the way towards healing my misery {Sensible Soccer and Wizkid would 
be nice -hint) 

Thomas Coweney, 
London. 
Your fears are understandable,. Thomas, but we don't think you've 
got too much to worry about. The odd console-inspired arcade blaster 
doesn't do your Amiga any harm and with the machine as flexible as 
the Amiga is programmers will always see it as the ideai piatform for 
developing groundbreaking titles like Populous and Another World. 
Though the new A&00 may look tike a console with a keyboard, we 
believe that we'fcbe seeing enough innovative software over the next 
few years to prove that it's anything but. Stay coot. 



Amiga 600 with particular interest, 
having bought an Amiga 500 just 
six months ago. Although I cannot 
see that it is any better than the 
A500 (except for the hard drive 
option), the Smart Card feature 
worries me considerably. 
A software company will have to 
design two versions of a given 
game; one with a Smart Card and 
another only on disk for those mil- 
lions of us who have an A500, So 
then, can't a pirate just hack into 
the A500 version of the game and 



distribute it to A500 and AfcOO 
users alike? 

One thing Commodore could do 
is to produce Smart Card drives to 
fit the A500. This would be 
extremely unpopular with any 
A5Q0 user and is like viewing satel- 
lite movies where, having already 
paid a subscription to watch the 
movie, you then have to fork out 
an extra wad of cash to buy a 
decoder 

But this is the only way I can see 
a Smart Card being successful. 



However, I doubt whether pub- 
lishers will produce two versions of 
the same game or A50Q owners 
will be happy to buy a Smart Card 
drive, And then you have the other 
question of "What if a pirate can 
get into this supposedly secure 
Smart Card?"... 

The upshot of all this is, of 
course, that publishers won't both- 
er to produce Smart Card games 
and Commodore will have wasted 
their time. Sorry, Commodore, but 
you've got it all wrong, 

Matthew Innes, 

Darlington, 

Co. Durham. 

These are only two of a bundle of 
fetters we Ve received from read- 
ers worried about the A600 and 
the new Smart Card standard. 
There's very little we can do but 
wait for the first SC game to arn've 
and see what happens. But it has 
to be said, we're not exactly sure 
about the whole notion either... 



KICK OFF 1 
SENSISOCCER 

Dear The One, 

While reading last month's review 
of Sensible Soccer it came to my 
attention that you all seemed to be 
giving Kick Off 2 the cold shoulder. 
I would just like to point out a few 
minor details. 

(1 ) Kick Off 2 is and always will be 
one of the greatest soccer games 
out. 

(2) Sensible Soccer have probably 
got most of their ideas from Kick 
Off 2. 

Don't get me wrong, I'm not 

trying to put Sensible Soccer 

down. I will go and buy this just 

for the sake of argument. Sensible 

Soccer have put Kick Off 2 The 

Final Whistle' and Kick Off 2 

'Return to Europe' together and 

they have got International and 

European club teams in one game. 

C.5. Bootes, 

South Shields, 

Tyne & Wear. 

This isn't the first fetter on the Sen- 
sible Soccer vs Kkk Off 2 debate 
and we're sure it won't be the last. 
This is an argument that's set to 
run and run, but for the record, 
here's our opinion stated clear: 
Yes, Kick Off 2 WILL always be one 
of the greatest soccer games but, 
for sheer fun value, we have to say 
we 've enjoyed playing SensiSoccer 
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more, By the way, there's no 
1 probably ' about Sensible Soccer 
getting most of its ideas from Kick 
Off 2 - Sensible Software admit 
that it was a major source of inspi- 
ration. And what's wrong with 
taking a great game and making 
a better one? And what other 
football games offer teams made 
up of the cast of E&stEnders and 
items of Indian food? We rest our 
case. 



RADIO GA-GA 

Dear Sir, 

Having never felt the need to write 

to an Amiga magazine before I felt 

I must air my views on the latest 

Tips and Adventure Helpline, I am, 

of course, referring to Radio 1*5 

DJs. 

After spending endless late 
nights playing The Secret of Mon- 
key t Island and completing it, I 
needed something else to while 
the small hours, Then one day, 
whilst reading your magazine, I 
came across news on Monkey 
Island 2. "Great", I thought, and 
put aside the money for it straight 
away. 

Then, a few months after the PC 
version came out I read a review 
of it in a PC magazine and it 
looked better than I had hoped. 
Realising it would be a few months 
before the Amiga version would 
surface, I placed an order for it 
with a software mail-order com- 
pany and waited and waited with 
anticipation. 

Then, on Monday 1st of June, 
Jakki Brambles gave out tips on the 
air about the completion of Mon- 
key Island 2, even before it was 
released on the Amiga, i know it's 
been out on the PC since March, 
but there surely must be more 
Amiga owners out there ready to 
buy it, even more than there are PC 
owners! 

Mr S. Doughty, 

Ilkeston, 

Derbyshire. 

It sounds to us as though Ms 
Brambles could do with having her 
wrists slapped. Naughty naughty, 
giving out tips on air and spoiling 
it for ail those Amiga owners for 
whom the game wasn't yet avail- 
able! Perhaps some kind of warn- 
ing should be given out before the 
tips, so that people who don't 
want to hear can switch over 
j to Da vid 'Kid' Jensen or some- 



thing. We hope it didn't spoil your 
enjoyment of the game too much:' 

FALLOUT 

Dear The One, 

For the past seven months I have 
cycled through rain and snow to 
get to our nearest newsagents (1.5 
miles away) in order to buy my 
copy of The One. 1 think your mag- 
azine is definitely the best - top 
reviews, brilliant layout, comical 
interviews, etc. 

But how come, whenever I get 
home and open your spectacular 
masterpiece... the front cover 
always falls off? You obviously 
spend a lot of time perfecting your 
quality reviews, how about getting 
some quality staples? 

D. Hilton, 

Newcastle-under-Lyrne, 

Staffordshire. 

Hmm... We have to say, we've 
never experienced any such prob- 
lems with our copies of The One 
here in the office. But then this 
isn t the only letter we've received 
on the subject. The only way to 
resolve the situation is to go 'per- 
fect bound' - glueing the pages 
together instead of stapling them, 
like our sister mag CU Amiga. 
However, this would make it 
impossible to pull out the Kitizone 
section. Which would you rather 
have? Drop us a line and let us 
know? We can't help you unless 
you help us. 



NOT MUCH JOY 

Dear The One, 

I recently bought myself the 
superb game Sensible Soccer, hav- 
ing read your review of it and find- 
ing it was just the football game I 
was looking for. I was instantly 
engrossed by its payability. How- 
ever, I was only twenty minutes 
into playing my new purchase 
when my joystick's fire button 
suddenly refused to respond. After 
much swearing and shouting at 
my joystick, I decided to try again 
with my other joystick. All was well 
until that one also decided to pack 
it in, just as I was starting to calm 
down. 

That is what has finally com- 
pelled me to write to you and air 
my views about how badly joy- 
sticks are made. I know that peo- 



ple complain about them all the 
time but the manufacturers seem 
to be doing little about it. They 
continue to bring out more and 
more different types of joystick, all 
with lots of gadgets and switches, 
but none of them seem to be 
working on a joystick which will 
actually last more than a few 
months, if it is used quite fre- 
quently, 

I don't throw my joystick around 
the room! I don't even own a 'joy- 
stick waggling' game! I just use it 
in the usual manner. So why, after 
three years, have I gone through 
seven joysticks? 

Many of my friends seem to 
have the same problem with faulty 
joysticks, but the general consen- 
sus on the subject seems to be that 
it is easier to buy a new one than 
to get the broken one fixed! Is that 
the manufacturers' idea? To pro- 
duce poorly made joysticks so that 
their sales will rise as people have 
to buy replacements? I seriously 
hope not. These joysticks don't 
come cheap, with just a basic bot- 
tom of the range model costing 
about eight pounds, 

I believe it's time that the 
designers of these joysticks went 
back to the drawing board and 
designed a joystick that will with- 
stand serious gamesplaying. Even 
if it came more expensively, I'd be 
willing to pay the cost to avoid all 
the aggravation caused by a sud- 
denly ruined game. 

Elliot Goodman, 

Els tree, 

Hertfordshire. 

We can only assume that you must 
be buying some very shoddy joy- 
sticks. Here at The One we use 
Konix Speed Kings and Euromax 
Competition Pros, and they've 
always done right by us - mind 
you, one of the Comp Pros is start- 
ing to look a little shaky. You'll find 
it's normally those stupid heli- 
copter-shaped ones that break the 
easiest and, as so often happens 
in life, the simplest designs are 
invariably the ones you'll get the 
longest use out of. 



PRAISE BE! 

Dear The One, 

Sometimes I read the Letters sec- 
tion in your magazine and often 
readers write in about ideas for 
your mag. Well do you know what 
I think? I think your mag is so 



BRILL, AMAZING and SPECTACU- 
LAR that it doesn't need any more 
ideas. So, if any of you readers out 
there write in about some ideas for 
this mag, think again and send it 
to some other crap mag like Amiga 
Format, which needs tons of ideas 
to get to a good standard of a 
mag. To put it simply, your mag is 
so brill that no ideas are needed. 
Besides, with the new style and dif- 
ferent change, your mag is now 
even better. The reviews are the 
exact amount that I think every 
reader wants it to be. So by now, 
everyone should know that THE 
ONE is 'the one' for Amiga 
games!!! 

Sam Stephen, 
Stafford, 

Staffordshire. 

Aw... Shucks. 



HARD MAN 

Dear The One, 

I just thought I'd drop you a line 
to say that David Upchurch is a 
poofter. His score of 2734gg on 
Team 17"s Waggle-O-Mania is 
nothing compared to my mighty 
effort! I scored a massive 295379 
and achieved the rank of Freak of 
Nature. Top that if you can! 

Mark Walsher, 

Oagenham, 

Essex. 

You may be interested to know 
that since we've received your let- 
ter, our David clocked up a new 
score 310259, which means he's 
still the waggling champ. Sorry 
chum. If you think you can do bet- 
ter, we're setting up a Waggle-O- 
Mania competition, with £150 
worth of software as the prize. Alt 
you have to do is send up a pho- 
tograph of the screen with your 
high score on it. Mark your enve- 
lope WAGGLING COMPO and send 
it to the usual The One address. 
We'll be announcing the winner in 
a few issue's time. 



IT JUST I5NT 
CRICKET 

Dear The One, 

I am writing to complain about the 
lack of decent cricket games cur- 
rently available on the Amiga. 
Robin Smith's Cricket, Cricket Cap- 
tain and the superbly named Crick- 
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et (what imagination) are all exarrv 
pies of Ihow not to do a cricket 
game In fact there ii only one full- 
price game worth purchasing, that 
being Soundware's World Series 
Cricket, though that game doesn't 
contain great graphics and sound. 
I thought, last August, a good 
cricket game was coming out 
when The One had Graham 
Gooch's World Clasv Cricket on its 
coverdblk- I enjoyed it enormously 
aYid couldn't wait for the full 
game. It is now June and I'm still 
waiting ! Please tell me if it will ever 
come out, and the same goes for 
Ian Botham as weU. On another 
point please do a Work in Progress 
on Kick Off 3 as I am desperate to 
find out what it is like. 

Matt Clark, 

Wolverhampton,. 

West Midlands. 

P.S. Waggle-O-Mania was 

brilliant, I scored 3098671 

Here at The One we share your 
sentiments entirety, what with our 
own Gary Whitta being a top crick- 
et fan (he used to play for his bor- 
ough, you know). It's true, there 
isn 't a single decent cricket game 
out there, which is a rea/ shame as 
the sport has top potential for 
computer adaptation. We had a 
butchers at Ian Botham's Cricket 
which came in this month and 
that's not much cop either. We 
called Audiogenic to find out if 
their very promising-looking and 
much-delayed Qoochy game 
would ever make it out of the 
pavillhn, and they said "We 
haven't got a firm date yet hut it 
should be sometime around July. " 
indeed, it may be in the shops by 
the time you read this. 



ZZZZZZ: THE 
RETURN 

Dear Sir, 

With reference to my letter in the 
latest edition of The One for Amiga 
Games. I found it strange how you 
headed my letter 'Izzz' but then 
proceeded in your reply to say 
what interesting comments I'd 
made! 

Anyway, just for the record, no, 
I did not begin highlighting certain 
words after reading your excellent 
intros feature. You see, I've been 
doing it for years. It all began 
when I was in various helplines to 
some 3-bit magazines. Without my 



printer then, all my hints had to be 
handwritten and the adventure 
sheets contained 'inputs' - text 
which the user typed in to over- 
come the more common puzzles, I 
found that highlighting these 
inputs made them stand out from 
the rest of the text and made them 
much easier to understand. 

I adopted this style for my let- 
ters, too. A neat letter is much 
more likely to be read than a 
sc rawly one and, besides, it makes 
your letters page more colourful 
and pleasant to read! 

Stuart N. Hardy, 

Wales, 

Sheffield. 

Another one of the world's mys- 
teries solved. Unfortunately your 
fetter does not make our Letters 
page more colourful and pleasant 
to read this month because we 
couldn 't be bothered fo colour the 
words in. And we promise to stop 
calling your letters Zzzz" if you 
promise to stop calling us The One 
for Amiga Games. It's just The One, 
thank you. 



MONKEY'S UNCLE 

Dear The One, 

I've just completed Monkey Island 
2. It's an excellent game and I 
would recommend it to anyone, 
but I have one question: What the 
hell is The Secret of Monkey Island? 

In Monkey Island 2 I was expect- 
ing to find out The Secret of Mon- 
key Island and finally *$@£ Elaine 
Marley! Does this mean there is 
going to be a Monkey Island 3? 

There were some unused items 
in Monkey Island 1, such as the 
ticket to the circus, the love bomb 
and the ticket found in ,the 'Big 
Whoop' treasure chest Will these 
be used in Monkey Island 37 

David Abbott, 

Whitstable, 

Kent. 

A very good question. We did a bit 
of poking around but nobody 
seems to know what The Secret 
actually is - then again, if they did 
it wouldn't be a secret, would it? 
We tried phoning Doctor David 
Upchurch at the Games Surgery 
about the unused objects but 
unfortunately he was lining up a 
tricky putt on the 15th green at 
the time and wouldn't talk to us. 




LEGEND OF THE 
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WE BELIEVE "ISHAR" IS THE 
BEST RPG ON THE MARKET. 

BUT DON'T TAKE OUR WORD 
FOR IT.... 



SIMPLY THE BEST OF ITS KIND." 

CU AMIGA. 
"A GAME RPG FANATICS WILL DIE FOR." 

CU AMIGA 89% 
'The exciting sense of adventure makes 
ISHAR incredibly smart." 

ZERO 89°a 
"A truly great adventure with the best graphics 

about." 

ST REVIEW 87% 
-Don-t pass this one by, MUCH BETTER THAN 
EYE OF THE BEHOLDER 2. 

THE ONE 87% 

"ISHAR" a great adventure 

for YOU, 

not your WALLET 



NOW SEE FOR YOURSELF... 

SEND FOR THE FABULOUS "ISHAR' AMIGA SLIDE-SHOW 

DEMO DISC FOR JUST %7«/p (+50p P&P)... 
ST, AMIGA, PC £29.99 OUT NOW 
And we'll send you details of our special money 
back offer... 

0*ue Martfflfins Lid . Oagmar HSuH, 1 2 QM Street, London. EC 1 V SAB 

Cheque'P.O's payable to; Dane Marketing Ltd. 

Name: ».. ... 

Address: 

iiuiiLjiiiiiiijiiii HliixrHvl'<'">" > iiiiiimir 

Enclose £1 .49 per disc (99p + 5Qp P&P), post to; 

Daze Markeling Ltd, Dagmar House, 

12 Old Street, London, EC1V9AB. ^ PUSDb 
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THE 

COMPUTER 




GAME 

The ultimate football game 
featuring both 
management skills and 
arcade action... 
what more could you ask 
for! 

for AMIGA , AMIGA PLUS & ATARI ST 

£25.99 

Thalamus Europe 

Unil 29 Riverside Business Cent™, Vidorii Street, 

Hi^i WycnnlK', Bucb. HPl 1 1LT 

Tel: 4494 47*711 



OFFICIALLY ENDORSED BY ARSENAL Ft 



By Cirrus Software 

Feature: 

• Team selection with digitised picture, af 

all Arsenal players 

• i Jigilwd action shots and piclufes of 
Highbury 

• Full size pilch & last (50Hz) scrolling 
arcade action 

• 2 player option for matches 

• Injuries, red & yellow cards, substitutions, 
penalties, comer kicks etc. 

• Full match commentary 

4 Management simulation including If ague, 
all domestic cup competitions, European 
trophies and (he ultimate World Club 
Championship 

• Database which can be updated with 
additional information on future data disks 

• Load/save game feature 






EUROPE 
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If you happened to make it to the 
European Computer Entertain- 
ment Show at Earls' Court two 
years ago, you could have hardly 
failed to notice the pomp and cir- 
cumstance With whkh Renegade 
Software was launched- Ex-WJirrorsoft 
man Tom Watson clambered onto 
centre stage, grahbed the micro- 
phone and spoke proudly of A New 
Way of Doing Things - not only that, 
but they'd be doing "it" in conjunc- 
tion with one of Europe's premier 
development teams, The Bitmap 
Brothers. The idea was to found the 
company on the same principle", as 
those in the music business - Rene- 
gade was, after all, an offshoot of 
Rhythm King records. Programmers 



So then Tom, have things turned 
out the way you expected them? 
Er... yeah! We haven't signed any 
film licences, and we extended the 
development teams that we've 
worked with to Graft gold and Sen- 
sible. With both of those projects, 
even though the root by which they 
came to us was slightly different to 
normal, the developers themselves 
had the all- Important say in how the 
products looked and worked. So yes. 
It's actually a very natural way of 
operating a software company, and 
certainly with the experience of hav- 
ing done it simultaneously with three 
different development teams, it's 
actually easier to do it this way than 
it was, say, when I was at Mirrorsoft. 





It's just over a year since Renegade 
Software launched itself on an unsus- 
pecting world, with heady claims of a 
whole new way of publishing games - 
not to mention a rather nifty debut 
product in the Bitmap Brothers' Gods. 
So, twelve months on, how goes the 
revolution? Gary Whitta cornered the 
company's ever-shy boss Torn Watson 
to find out. 



would be treated like musical artistes 
- proper billing on the packaging, 
with the Renegade label taking a 
back seat, They would have input on 
the packaging and marketing of the 
games, not to mention copious 
amounts of cash for their efforts. 

It's almost two years since all the 
trumpet-blowing, and Renegade has 
established itself as one of the top 
names in the business, with four 
games and four successes from three 
Of the top names in the industry - 
The Bros, Graftgqld and Sensible 
Software. But have they really 
changed anything? Is Tom Watson 
the New Messiah or just another 
false prophet? Well, let's ask the man 
himself... 



Has the idea of having the devel- 
opers closely involved with other 
aspects Of the product marked 
out* 

It's really important to recognise that 
when somebody's worked on a pro- 
ject for a length of time, it's very dif- 
ficult fnr them just to cut off and say 
"right, that's my job done, I'm off to 
work on something else." They actu- 
ally want to see it through, and to be 
involved, If you've had an impression 
of your project in your mind's eye. as 
you must have if you've worked on it 
for a year or even longer, you'd be 
very unhappy to see the project 
then dealt with in a way that's 
not sympathetic to your origi- 
nal perception, It's not to say 
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"It would be interesting to catch someone as 

they were buying Sensible Soccer or Fire & 

Ice and ask them if they knew who the 

publisher was." 



that we back off completely and 
leave the developers to do it all 
themselves., but what we do is briny 
all the parties together so that the 
developers are involved in briefing 

I the design team what the ad^ rind 
packaging should be like. 
what happens if you come to log- 
gerheads over something like 
tfcatt 
I'll tell you when it happens. We 
haven't had any real rows yet, and 
that's mostly because everybody 
tries to be mature. The im porta nt 
thing about the way the process 
works is that we all pool our experi- 
ence, and we hopefully come up 
with consensus decisions. Certainly 
to date there's been no conflict. 

< 

After All the trumpet-blowing at 

the start, do you think that Bene- 
gads has actually made a differ- 
ence in any way? Has anything 
really changed? 

It would be nice to change the way 
, | | that things are done in general, but 

we've always recognised that it's 
fairly unlikely that all the other soft- 
ware companies would go "My God, 
we've been doing it wrong all along, 
let's change the way we work imme- 
|_ diately ! " . There are some com panies 

that find us a bit of a pain in the 
arse, and are quite antagonistic 
towards us - in personal terms as 
well, which is quite funny. And when 
you get people to respond to you in 
that way, you think you must be 
doing something right because peo- 
ple are taking you seriously. It's 
I — interesting to see the arrival of 

Mirage, who are now saying the 

©same sort of thing as we were 
two years ago. There are a lot of 
similarities there.., But will we 



really change anything? I doubt that 
we will, though there have been 
some promising signs. Something 
very dramatic would have to happen 
for us to really change the way peo- 
ple work. Most companies are mak- 
ing reasonable profits, so they oper- 
ate on the principle of "if it ain't 
broke don't fix it". All we can do is 
set an example to the publishing 
community and the developers. 

Will we ewer get around to this 
■Music industry-type situation, 
where people will finally identify 
with the actual "artist", And the 

publishing I.Tbei becomes almost 
irrelevant? 

I don't know. Vou may have noticed 
that, as Renegade, we don't court 
publicity. The publicity is directed at 
the developers and the games. We 
try to avoid any software company 
willy-waving. I don't know how 
many Sensible Soccer buyers - and 
there have been a lot ■ actually 
realise that it's a Renegade product 
they've bought- It would he inter- 
esting to catch someone as they 
were buying Soccer or Fire & Ice and 
ask them if they knew who the pub- 
lisher was. 

Are you happy with the games 
you 'vm released so far? 

Oh yes. We were very very very 
pleased with Gods. It's one of those 
true international success stories, 
and it's still selling on Amiga. It's 
actually been entirely coincidental 
that all the games so far have been 
arcadey, and over the next year or so 
you'll be seeing things other than 
just arcade-style games from us. But 
ask yourself the question - if we 
didn't do these action games, who 
would? 



How do you see the Amiga games 
sc»ne developing over the next 
year or so? Are the new consoles 
going to make a difference? 

I think there's an overlap between 
the consoles and the Amiga, but I 
don't believe it's that substantial, 
not least because of the issue of 
multiple ownership. People do seem 
to he owning a Megadrive and an 
Amiga. That's a particularly popular 
combination. It's very real, it's very 



unfortunate, but technologically 
hardware has always proved to be 
disposable. Look at the ST, five years 
ago it was the premier 16-bit 
machine and the Amiga was small 
by comparison. Now the ST's only 
doing a fraction of the Amiga's busi- 
ness. And something else WILL take 
ort from the Amiga over the next 
couple of years. Successful hardware 
formats tend only to be dominant 
for about five years. 






JUST LOOK AT THOSE REBELLIOUS GAMES! 

FOUR TOP-RATED GAMES IN ONE YEAR, AND ANOTHER ON 

THE WAY - NOT BAD FOR A BAND OF OUTCASTS- LET'S 

TAKE A CLOSER LOOK, SHALL WE? 




Renegade's debut game was also 
the Bitmap Brothers' first arcade 
adventure - and what a fine one it It 
was too! f hough same disliked it, 
there's no denying it struck a popu- 
lar chord with the vast majority of 
Amiga gamers, as its chart success 
testifies. 




Loved by some, despised by others, 
the 'cute" arcade adventure Magic 
Pockets left many people feeling 
indifferent. Arguments persist to 
this day .ibciLit whether or not it's 
as good as many claim. One thing's 
for sure • the Bras' reputation was 

never quite the same again. 



FIRE & ICE 



What is there to say? Well, how 
about Sensible Soccer is the best 
football game ever written, and 
we'll happily see anyone who dis- 
agrees outside to "discuss" it Could 
well turn out to be the company's 
biggest success yet • it's still hold- 
ing strong' at Number One- 



Most arcad« sages agree that 
Braybrook's super-coal platform 
battler is far better than the not- 
altogether-dissimilar Magic Pockets. 
It s horses for courses really, but we 
reckon it's the business- After the 
game's success. Cool Coyote might 

well be returning for a second 
adventure.., 




AMD COMING SOON... THE CHAOS ENGINE 




Welt, who can say? The latest Bitmap opus isn't due out until the Autumn. 

but it's already shaping up to be a bit spesh, with ionn- of finest graphics 

we've seen courtesy of Brosser and part-time The One cover artist Dan 

Malone- W<? can't wait.., 
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Yd dudes! Welcome bach to California- tn 
Fun and Games! - (or California Games II, the 
ultimate sequel to the game that sold over 1,5 
million copies worldwide. 
* Five brand new events: Bodyboarding, 
Snowboard I ng, Jet Surfing, Hang Gliding and 
Skateboarding. • High score Hall of Fame or 
Shame, depending on how you do,* Practice and 
Challenge your best scores or beat up to seven 
f riend b. • G raphics so rea I y o u ' 1 1 f eel y o u ' re there ! 

Available on: Alan ST, Ani>g* * nd PC Dual. 
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^rrm.11 (IwkIkhii Amiga vrrwjn 



SHADOW SORCERER TEL: 0830 454 139*1 



Stfii ii ti u s. :u.[ it], wifs n mma ui. w.n t wnmntw 



BONDS ■ POOL OF RADIANCE . CHAMPIONS OF KRYHN TEL: 080 1 443 03* BUCK ROGERS ■ SECRET DF j 
THE SILVER BLADES ■ EYE OF THE BEHOLDER TEL: 0801 443 030 OPERATION STEALTH . ANOTHER i 
WORLD . CRUISE FOR A CORPSE TEL: 0830 634 384 LUCASFILM HELPLINE .. LE CHUCKS REVENGE . 
{MONKEY ISLAND 2\ , INDIANA JONES . ZAK MCKRACKEH • MANIAC MANSION ■ LOOM ■ SECRET OF MONKEY » 
ISLAND . BATTLE OF BRITAIN TEL: 0830 654133 INFORMATION LINE: OB39-654 174 
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It's the soccer sensation 
that's sweeping the nation - 
and YOU could be jetting off 
to Europe in an all-expenses- 
paid trip to watch some of the 
best footballers in the world in 
action. All you have to do is be 
a bit tasty at Sensible Soccer! 
As of next month, The One, 
in conjunction with Renegade, 
is beginning a six- month Sensi- 
ble Soccer tournament that 
anyone can enter. All you have 
to do is save out a set of your 
best goals from the game as 
Match Highlights and send 
them into us. Each month, well 
pick the best set of goals, and 
the sender will not only have 
his efforts put on our coverdisk 
for posterity, but will also 
receive an authentic old-style 
Arkwrights football shirt of his 
or her choice! 

At the end of the six months, 
the boys at Sensible Software 
will judge what they believe to 
be the best single entry from 
the sextet of finalists. The com- 
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You could be going AWAY AWAY 
AWAY AWAY to Europe on a free 
footballing holiday courtesy of 
RENEGADE in our incredible Sensible 
Soccer Netbusters competition! 



petition is being run jointly 
with Joystick magazine in 
France, Power pi ay in Germany 
and K Magazine in Italy, who 
will all be running similar com- 
petitions and putting forward 
their own contestants. The four 
winners will slug it out in a spe- 
cial SensiSoccer Euro-final to be 
played at a neutral venue, and 
the ultimate winner will have 
two rather spanking prizes to 
choose from. Either a seat for 
next year's European Cup Final 
or any European fixture next 
season! Just think, you could be 
flying out to watch Juventus, 
AC Milan, Bayern Munich, 
Napoli, Barcelona - even Arse- 
nal! - in top form. Not a prize 
to be sniffed at. 

Entering really couldn't be 
easier. Simply save out your 
best set of match highlights 
(there's no minimum number, 
but remember you can't have 
more than eight) and send 
them to us for judging. Bear in 
mind that entries are going to 



be judged as a whole set of 
highlights, not simply on the 
merit of individual goals - we're 
looking for consistency of 
excellence, not just the odd 
lucky shots. So the more top 
shots you send us, the better 
your chances. 

We'll be picking the first of 
the six winners to appear on 
our cower disk next month, so 
get out on that pitch and score 
some thunderbolts! Then pop 
them in an envelope and send 
them to Sensible Soccer 
Netbusters, The One, Priory 
Court, 30-32 -Farringdon Lane, 
London EC1R3ALJ. 

THE RULES (READ 'EM!) 

If you ever took part in our Kick Off 2 Golden Goals 
tournament, you'll know the score, but fust ill case... 

1. No more than 1 disk (10 highlights max) per entrant 
par anntli. 

2. Your Netbusters DISK must be clearly labelled with 
your name, address and, if possible, telephone num 
ber. Failure to do so warrants Instant disqualifies 
tion, 

3. In selecting the best goals, The One and Sensible 
Software's decision is final, and no correspondence 
will be entered into, 

4. Details art correct at time of going to press, but 
are subject to change without notice. 





OFTWARE CITY 



Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel: 0902 25304. Fax : 0902 712751 

CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 






AMIGA GAMES 



Isl liivfimn MvuflAf 

A1 r> 1gr* Kll^r |Fi*sm»fl> 

A3»Nrfclll 
Ailflar** FflnNhr 
Adwd"K^M3 Fiun 

^Herfjorrw 

Artucta _ _ 

Alea&ai 

MtriflrKed 

*inlf*f Wore 1 

Ap*rra - 

Aquauunbjro (ntw) 

Barbaoan 7 

!<■■■":, I. j . • < INow Price 

HalMAn Ihauoue 

Ha|1l*Mv,M (WewPiVsil 

FUWisi&ie 

RaM« ol Rr»n |TrM* l.nosl hour) ... 

Bea «*»[»■*) 

P^ijB 0' P'1?|f 

f»J«SfM 

Bcuctralaur Planel of Doom _.. 

Bouldnrdasri _ 

H'eacr 1 2 Lnharced 

BMHfjffPI:iynr.3l» 

MDHBOKD 

piMudi 

CaJrtSii-io Qtrvi 

Cm* Lwii CKa|l*"oe (New) 

Caslles _ 

Collie Leaends 

Cartiaiao (Nm« Price. 

Cr^nnrHrip Maoaoer _...1 7.96 

■Uha^oHtJilwowPrra) 5.60 

....9.SS 
....7.9© 
.17.9© 
..I/.99 
.24.99 
....7.99 
.17.99 

..13.99 
.17.99 

799 

51.50 
.17.99 



< 55 

SJ 93 

S4B9 
1798 
Mi 

799 
2i Ki 
I799 

I7 99 

"93 

17,99 

17.99 

17.99, 

9.99 

7.33 

9.33 

21.50 

!l.5u 
1399 
?J99 
1799 
1799 
...17.99 

6,99 

...21.60 

...21.60 

...7.99 

..81-50 

799 

1799 

...21.50 

21.50 



Chess Lha-npHn 2 I 7t 
Chuck reaoor r <r»ew 



reaoor 2 (New Prtoe, 

£hLck« bog I cr 2 

C. J lr iftaTJ H A im) . 
Cod Crnr l^rs (Now)... 

Cover Girt Pcfcar 

CovorlAec-en . _.. 

•Jrackncwn mem Price) ..: _... 

Cnrtel Captan _ _._. 

Crust* fur a Corpse _ 

Cy«rtuirr,r*vy — _.... 

U Geooriihgn (NaH) ... 
riiifly n W jt Paint C-.IXW INewl 
nalwv Tl'oni|>«of* Otynfw Cr«le«ge 

DHTlKittfrltOOCi'yr.n 

Dmwefjiinal 



DbIuxb Slap Poker 2 (1 MegXSP ODttrl 

On* Tracy Ad«nlure iHewT - 

3n Hard !i 



?i » 

17 99 

iittttm D'amn i o<2 a.se 

Ehjngaen fjfeler Chac* St*** Bar*. Jt .50 



Hj isMasi(ir<: (No*) 
fosa*5J:iH*«) 

tddrherjuo 

Eaten Hual'm «*< Soowfltfw Preae) 

eoc 

Europeen Football Ct*jmjo*iiJnp _ 
i j-ewjn Super LeagjB CSp Otic) 
Cye-GrTheacnober 



£ye en 1 tno rJVnW Mi Wsgl 24 

E.Ddus JJIirNew) 



f 1 & 5m* Laoio i 1 im) 

<i6Cotr«MiP(ot......rT._ 

f iSSfcjIti FioMar- 

1-19 Holaliatar _ 

final Whine _ 

t-nsl laarryj-ai Mega Lc Man a 

floor 1 3 [New) 

'-cccba I Drectar 2 irievi versior ' 
-colul Ma/ujm 3 (New). 



0*ia ?.. 

(jhojls and rvram 

C,Ct>.itt(H«««l 
OS* 

OcWmAie 

Creeii'e Sujiii;96 SoDC* 
Orai'C f- "i ^Mi^roix js«| . 
HarKj cH Si Jot« (Newt 

tlariwjLin. 

Hatpoon Vttrstop < il 

■larpjaor Dafflewot 3 of 4.. 

UnarjOverllMts _ 

Hnarl 01 Chna _ 

Hnirndall _ 

Hero OjosI Data Dik 

Herai Qt The Lajioe 

•IdIVwmtJ Pokor 

Hotre Alone _ 

Hooh (Heieli _ 

HolKjDOer 

Hgnrec 

1 Hl-.lt-.: T 



Cndw1[New) 



Jjjck Nicnolaus LrJimnod dtp *rt . 
J*jjarXJ5Kl 

Jainet poiki 

JMSSlWDj" 

JtSiOrtS 

Jlr-rt,, »«( Whit%,n0SA»k*i 

JrjTi-i Bflintf^ StKOtii 

Jc*i'i Maoclems ^tFefui" Facjlball 

Jonti^ h The Fast UanmJNe*} 

Kjser iHewl _ 

Ktct: O* 5 II Weal t%ieciel Dlferl 

xjck QfiCiiTtiof turope 

<'CV i*; Wnrn-n lactci 

Kic*:0*2 Rtrtun-'TDELiDpe 

Kick £St2 The Final WT«iE_ 

Kirdv™rdi2|How| 

KngtTt-nare™ _ 

KrW*Tti crt 1he £n»..._ _ 

Kwt Snax (fcw] . - 

Lunoer _ — 

Letst.ro autl Larny S 



_...7.fl 

...._ 7.9 

_....7.B 



2l.!iO 
!J99 
..7N 
..7 99 

21.50 

179* 

9 99 

.21.50 



21.50 
21.99 



.21.50 
.17.99 



.21.60 

Jl.60 

■negi 17.99 

iner 3 (torn} 1 1. 99 

f weUe»of 01 the Tear J _ 7.99 

Formula 1 GranO Pn» iMcroprcuai 24.99 

Fon*4Tecn» S1.50 

FoP StNSSl 4 lUSftf 5 7 4*7.11 1 17.99 

G-LiKONtWt 17.99 

Games Sjtnme' EdclKKi 7.99 

Ganewau rTmneer. .22.99 

Cejteitai J _ _ _...7.E " 



7.99 

Ji:50 
17.99 
17 99 

iS 

799 

24 99 
21.50 
.17.99 
24.99 
10.99 
...7.99 
24.99 
24.99 
21.50 



4.99 

17.99 

17.99 

17.99 

Jl.50 

... Jl.60 



Ian 
Immortal. . 

Wit»n,m (Hem Pi»p»| U.99 

HdyHSK 17.99 

t-UBirialWol fiaratf) ♦ 7 99 

i-ilu'ifllcrtal N"'iS Pta»e» 7,99 

Jack r-.iciLjj-.. Oat (Special Oflert 9.99 

Jack Mcnalaus LrJimitod Cajrsos 1 1 meg ) .21.50 



..14.99 
.17.99 

..7.» 
...1.99 

1?99 

S1.50 
.17,99 
.17.99 
.2^.99 

17 1.9 



ja.9f 
..Jl.50 

.24.99 
....7.99 
..17.99 

.24.99 



I nrrrinrV. IJal.i Use 

Lrlr, Aor/brjall- 

LtinHsiiljflAfyflHl^ 

Lu. *-..! Ct lt ,.. jSfiMlfjl (}lt*r) 

LCtlu9 EbiumI 



Lolus Esi^iiI TLr|3oCiial^* - »jt! 2 
Luteal lh?farip|if;.s (New) .. . 
M.i T a r* iTeVii 



Majic Lard Duf v|New| 

Mawc PoctuH 

Mar Unitud _ 

Man United Europe 

The MaiMger 

Manr MinnrfPfewFtrbBBl . . 

Mnrj.rQ'IriiP/. i;Me*i 

MHfjALQ Maria 

MltNjpfrM* OC' 
MlrJriljlY Hfj(ujB*TC* . ... 

Mfl ?9 Svp*' Fittrruo' 
Monkoj IsU/O 2 (La ChuCka 

Muniy nylhon 

MoorshneRaws (New PHte\l . 

MacrKlcrte _ _ 

Mrtorwaeuir 

Muh ^av«f Knew Raa/tager 

MjTilllewJ 

N$* ?<&#*) Btm 

Nh-jiiiuomj (VearHi (New Pric«;t 

NuOi<Mi^aw-r(r*»V| 

Narfi ard Soutli 

Nuva9(l4»ar) 

OnaiShaiils B'tdnHr+rw) 

P.flA TourGrjII ... _ 

PGA qojisbs Data Disc _ 

P.G A tkiH » Courses Disc 

Paaltc liancto _ 

Papotttay _ 

Papottnv 2 Iriew Price) 

Pa'ascl Stan _ _ 

Pirbal Drean* _ 

Pitf-a-iler. - 

r-ayc Manooei (Special Otter) . 

Praial DaFklrtMs..- 

PcfHikius.. 
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Rootikaus E-drtor IFenr) _ 

Popdkjtjn Haw WorkA .. 



Populous J 1 1 ? or 1 
POtiwoiTi (lWWt. 
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Pfp Tarns Tour 2..„ _ 
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Puijnn r»(eweMB»| 
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Sleep ra &=d:. L* |Heir Price). 

Sly Spy (Wow Price) 

Jiciki; Vi IratSfkania |New| .... 
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Kfur* Crusade _..- _ 

S(»f* tl.i(Hii4 
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St Dragon 
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SwanNtw) . „ 

5r«nf Davis S">ak!ji 

SSo'm Masln 

SfiwFliier; 

5>jll Ca- RjKju- 

Supei C*l Raai; Man 

Swm (mil Hub ConitaliDkil (Spteim Ollat ; 

Team Suiuk 

Teet Ddn 2 lSp*«Mi C"«*M 

Tetii 

Thotr Fjnesl Itajr _. 

Their Finesl Misshxi 

ThurderHaM* 

HI (New) 

TBjsTrwFrw 

lap Wesllog INewl 

li>.Taj^*nt finll i.Spectil Gtlor; 
Trackudn Marjcjar .... 
Tiartets (New) 
Tweau iB Waorl Da ry 

T'eb*e 'L-haj' \Ma'A 

Trrval Punua 

Turbo Outrun 

Turricanl « 2 _ 

TV Sicots Fcottull (Speclil Oltef) .... 

Uinta t; 

imiraiaoen 

Ulnpa 

V«t>jlFI(*ep 
VrVMiil 

■AWFW, B! .:„g 
Wacky FatM 

Warriors ol RHnrw (N*w) 

W*yrleiGrBLii7i'£ 

WrgsOfftjy 

Wtnrtrn Tactics 

Wrte' Sldv Sports 19« <HMV) 

Wdt-ChncT. 

Werld Class Crrtul 

WepU Class LearJa*bcan] 

Wcrid Class Huriix 

Wo-H Crckal ~ _ 

Wtrtd Seres CoOuel 
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.799 
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..1799 

.17 99 

.1799 

....999 

n 99 

....999 

..21.60 
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....5S9 
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12-BS 
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1099 

...799 

..17.99 

..27.99 

..1799 

..17.99 

....7.59 

..24 5S 

.799 

71 50 

799 

?4 99 

1799 

1799 

1799 

1799 

1799 

1799 

1799 

...7 99 

.1799 

2i 9V 

..17.99 

....7.99 

..21.50 

..24.99 

..17.99 

.24.99 

21 50 

11 99 

. 11 99 

....9.99 

....7.99 

....7.99 

....7.99 

..17.99 

..24.99 

24 59 

759 

?1 50 

...7.99 

999 

21 » 

1799 

■.,!"» 

999 

799 

799 

.299 

.13 99 

21 50 

10. 99 

..2i 50 

1-199 

..17.99 

..17.99 

....9-.9S 

-.7.59 

17.59 

499 

-.7 99 

.13 99 

....7 99 

....7.99 

MB 

..21.60 

-9.59 

-21.50 

....7.59 

1759 

.17.99 

..7 99 

21 50 

.1799 

...799 

...7 99 

.17 99 

.1799 

21 50 

.7 99 

..17 99 

-7.99 
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AMIGA COMPILATIONS 
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BOARD GENIUS 

hie Deluxe, Deluxe Monopoly, 
, CPlmkIo Master ORtectTwe' 
E21.50 



FANTASY PAK 

Crvslaljj ul Artion>n Colorado 
& BdeSoit Bomb Ciiib 

£17.99 



BITMAP BROS VOL 1 

Speodbali 2, Kemn s Cadaver 

£17.99 



DIZZY'S EXCELLENT 
ADVENTURE 

Spellbound Diz.zy. BubNu lii.-.v 
Dizzy Prirrea Dr thtp? Yolk Folk, Panic 



TEN GREAT GAMES 

Fe'rafi FgrtTtLjl^ Otm», Xenon 2 

Safari Hick DangsrpuS. Pick and 

i -t i Sbpershi, RiLjtil Riimter, Carrie i 

Caniiji;i'id t.:i-i, tr.io go 

H Pro Tennis TBur 

E21 .50 



ADDICTED TO FUN 

Bubble Bobble. Rainbow Islands & 
r*»w Zealand SlDry. 

£13.99 



AWARD WINNERS 
Space Ace Kick Qfl £. Pipemania & 
Populous. 
t£l,50 



HINT BOOKS 

Bards Takt 1 or S d* 3 S-OO 

Buck Rogers 7.99 

Suck Rogers, 2 NEW 9 39 

Eye af TSe BsholdBr 7.99 

Imrwjrtal NEW 7.&0 

InOiatM Jones The Adventure 4.99 

Kings. Quasi t or 2 or 3 or 4 or 5 9-99 

Knigrttrnarrj NEW -J ^ 

Liiisuresuit Larry 1 or 2 or 3 8 99 

Loam 9.10 

Mtghl anrj MftSu; £ S.99 

Mtrjhi $mi Mage 3 NEW 1 4.99 

Monkey tslBnd S 99 

Mortkey Island S HEW 9 99 

Prilii:f;UueE,l2 S99 

Pool Ol Radiance 799 

Pawermangsr NEW 7 M 

Secrel ol Ihs Sever BJittJe* ■■' 3'* 

Shadow 3rjrw<r new ,•' itii 

Sp;ic# QuHl 1 pr 2 or 3 9.99 

srariltght 1 of 2 5 00 

Ultima S or 6 S 99 

Ultima 7 NEW a.BS 

Umirma Ur*j8f*Lirld NEW 9 99 



HANNA BARBER A£ARTOON 
C( 



.YaafB 



OLLECTION 

1 FE.cape. Hr>rw Kane. 
leady & Gev«rn 



TOO HOT TOO HANDLE 

Grjldtui Axft, Total Hecai , clhedow Warrior & 

Super Qfl Road Racer 

£21.50 



AIR AMD SEA SUPREMACY 



Silent Servi 



Guns-h-c Wings, Garrii 

£21.50 



Cdrrimand 6 P47Tfiurii 



NINJA 

-lOUMli? 



IINJA COLLECTION 

Dragon, prasoo Ntn|a. ft Sh 



I ,tt::iw 



E13.99 



SPORTING GOLD 

Clt Ti:tt ;t Garralg TI"jj QHTTkas W rli'r ft 
Sljirifner Enihons 

£21.50 



SPECIAL OFFER 

Rick Dartrjfirqus. .T9St Driu«j> Moussmat 

fJ'L-i.-L L-"jL- do* 

£9,99 



SOCCER COMPILATION 

Kick QtfZ World Cup f Oazia 2, 
Microprose Scftr~- 
Ernlyrt HtJarieS. Im 
£17. 9*9 



tjr 



CAPCOM COLLECTION 

Strid&r 
Fori 



LtynasTy 



ADVENTURERS 

Corporation, Supremacy fl Hunter 
£17.99 



DIZZY COLLECTION 

Fast hood. KwiKSnax. Magcland Dizzy. 

Faniuy World Diziy 

a TreaEure Island Dizzy 

£17.50 



FOOTBALL CRAZY 

Kick OH 2 World Cup, Final Whislla- 
S PlavwJ«anaft*r 



3.5" DOUBLE SfOED. DOUSLE DENSITY WITH 
LABELS:-. 

1 rj.59 

10 5.50 
25 12.50 
3.S aD PIECE DISC BOX ... -*» 

a.StW PIECE DISC BOX „„,„„ 799 

3.5 120 PIEC6 WSC BOX -.999 

MIDI CONNECTOR * 2 MIDI CABLES 14.99 

MQUSt MAIS - 2.96 
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This man is 






As we speak, work is underway on what is, 
indisputably. The Most Eagerly Awaited Game 
Ever. No less than nine years after the origi- 
nal, the sequel to the all-time classic Elite hits 
the Amiga this Christmas. In the first part of 
an exclusive Work in Progress trilogy, Gary 
Whitta talks to programmer David Braben 
about what could well be the most epic pro- 
ject in software history... 




avid Braben sits back in his 
high-backed swivel chair arid 
on the monitor screen to his 
left, a galaxy unfolds. In the back- 
ground, the sun is coming up from 
behind Earth as the planet swings 
through its solar orhrt. All is quiet. 
And then, from the right, a gigantic 
wheel-shaped space station looms 
ominously into view. The indicator 
lights on the hull suddenly switch 
from green to red, the docking hatch 
in the centre of the structure grinds 
open and from the landing bay inside 
a reconditioned Cobra Mklll space- 
craft rears out into deep space. It 



(Above) The original Elite, iis it 
appeared an the Amiga, complete 
with pink spaceships and green 
space stations,. It's still a firm classic, 
but thi> sequel promises to be a 

much darker, more involving experi- 
ence, 

(Left) Sitting pretty- David Braben 5 
got every reason to smile. With Elite 
2 chugging along nicely, he's quietly 
confident that fans of the original 
game won't be disappointed by the 
sequel - and with good rea ton. 



makes a brief pass over the greeny- 
blue planet below then, in a crackle 
of electricity, disappears into hyper- 
space. Silence once more, Before the 
station's hatch has a chance to close 
again, David leans across and hits 
ESCAPE and the Universe is promptly 
destroyed as the program dumps 
unceremoniously back to the assem- 
bler screen. 

This is Elite 2 - the sequel to the 
legendary space-trading game that, 
almost a decade ago, did for com- 
puter entertainment what Serg- 
eant Pepper did for popular 
music. From the upstairs back- 
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THE GAME 



When Acornsoft s Elite first appeared 
for the BBC Micro in early 1984, the 
shape of computer (jamas ware 
changed forever. Prior to its release, 
just about every horoa computer fame 
was a platform game, text adventure or 
2D shoot-'om up Elite, cty- written by 
Braben and Ian Bell while both were 
reading at Cambridge, was tha first 
fame to put the player in a real' 3D envi- 
ronment, offering 2DD0 worlds spread 
over eight galaxies , rt was also one of 
the most ambitious steps forward in 
game design terms, combining space 
combat with elements of strategy, trad- 
ing and exploration. The game was an 
overnight phenomenon, and eight years 
later is Still going strong, having been 
iverted to every home format imag- 
ible (the latest version, tor the Nin- 
tendo,, is due out soonl and inspiri 
countless similar games - the most 
notable being Gremlin's lamentable rip- 
off Federation of Free Traders, [ft 
arguable that Elite was the springboard 
for ail 3D games, and we still see 
its influence today in games like Wing 
Commander, Epic and the Mercenary 
series. Not had for a game that came 
out of, in Brahan s own wgrrfs "jfcst 
playing around for my own amuse- 
mem",,. 



in- 
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How it alt started back in 1 984 - 
the original BBC version of Elite. 
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room of his riverside Cambridge 
abode, the 28 year-old program- 
mer/designer has, for the last four 
years (ever since the completion of 
Virus in 1986, in fact), been creating 
the game that's set to ma ke the e las- 
sie original, for all its epic preten- 
sions, look like a type-in listing by 
comparison. 

Even a cursory glance at what he's 
got up on screen so far is enough to 
convince you of this, even 
though the man himself is curi- 




■Pll 

Yes. here it is - the first EVER published screenshot of Elite 2. Though David's JAW- dropping 3D routines a rent being 
shown off to their best here (the best is yet to come next month), you can clearly l*« soma of the clever tricks he's 

implementing. Note haw the planet Saturn's shadow is cast over its rings in the correct angle in relation to the posi- 
tion of the Sun (the bright star in the background}. Those who know their Astrophysics (like our own David 
Upchurch) will also notice the accurate mapping of the planet's surface features. As you can see, some of the origi 
nal game's graphical features have survived, such as the M-shaped radar display - although at this time the 

dashboard display is far from finalised. 



The idea here 
is to take the 
original Elite 

game to its 
logical 

conclusion." 

- Elite 2 

programmer 

David Braben. 

ously modest about the whole thing. 
"The idea here is to take the original 
Elite game to its logical conclusion," 
David explains. And he's not kidding. 
Braben has painstakingly recreated 
a galaxy - our galaxy - down to the 
minutest detail inside an Amiga. 
Every planet, every star, every moon 
- an area an estimated 70,000 light 
years across has been squeezed into 
a machine the size of a briefcase, 

The project has not been without 
its problems. Quite aside from the 
Utter nightmare of accurately plot- 
ting the correct positions of every 
known planet, moon and star in the 
Milky Way, David has had to put up 
with what he euphemistically 
describes as a "false start." Shortly 
after creating the original Elite, 
Braben and co-author Ian Bell 
worked on a BBC/C64 version of Elite 
2 that actually progressed as far as 



being playable. Unfortunately, it was 
decided that the rather limited capa- 
bilities of 3-bit technology were not 
enough to support some of the 
heavyweight ideas the duo wanted 
to implement, so the project was 
scrapped. Now, of course, thanks to 
the miracle of the Amiga, everything 
is progressing apace once again - 
having been signed to Japanese 
giant Konami, the game has., at long 
last, a release date set for the end of 
the year. However, the game's title 
is still to be confirmed {David feels 
its tacky to name a sequel simply by 
bolting a "2" on the end of the orig- 
inal name, although "Elite 2" will 
definitely feature somewhere in the 
overall title) and Ian Bell is no longer 
involved in the game's development, 
This, it would seem, is a mission that 
Braben must attempt alone... 

Though Elite 2 comfortably blows 
raspberries at the original game in 
terms of scale {a quick example ■ 
Elite featured 2000 planets. Elite 2 
has 100,000,000,000), devotees will 
be pleased to hear that the basic 
idea and general gameplay has sur- 
vived more or less intact. Cast as a 
freewheeling mercenary space-trad- 
er in the year 3200, the player must 
make a living, by whatever means 
possible, in a galaxy populated by 
aliens, pirates, police.-- basically 

(Lett) Konami s Colin Fuidge, project 

manager for Elite 2, also worked on 
versions of the original Elite when 
he was development boss at 
Telecomsoft. Isnt it a smalt world? 



every kind of undesirable imagin- 
able. What at first may look like just 
another fancy 3D stellar combat 
game is in facta jaw-dropping space 
odyssey encompassing elements of 
strategy, adventure, trading and. of 
course, good old-fashioned dog- 
fighting. Aware of the shortcomings 
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of the original game, Braben's major 
objective with this project is, as he 
explains, "to give the game more 
dynamic range. With the original 
game you ran out of steam quite 
quickly. Once you'd done all the easy 
things, like gqt all the ship equip- 
ment, that was it apart from the mis- 
sions ." 

"The point of this game is pretty 
much the same as the previous one, 
but trading is now very much a back- 
drop," he continues. "The idea is that 
, the whole game will be like a run- 
ning adventure where every action 
of the player will have a conse- 
quence. So for instance, If a ship is 
owned by a cruise line running reg- 
ular services and you blow it out of 
the sky, the company will notice that 
it's not reached its destinations and 
send assassins after you for 
revenge." 

At least that's the plan so far. 
Currently, much of the actual game 
design is still to be implemented as 

"Finally you get 

to do all the 

fabulous things 

that the original 

Elite book 

talked about." 

- Konami's 
Colin Fuidge 




Braben has been pumping all of his 
effort into creating the galactic envi- 
ronment. The most radical new 
aspect of what David rather humbly 
refers to as "this really detailed back- 
drop" is that, apart from the huge 
space stations that orbit planets, 
players will now be able to travel 
down onto the surface of planets 
and their moons and fly through the 
giant future-cities that are built 
there, The idea is that planetside 
starports and commercial zones will 
offer opportunities for business and 
communications that may not be 
available on the "orbital cities" 
above- 
David's super-detailed galactic 
environment has allowed him to 
stretch the original game's concept 
of an artificial social infrastructure 
farther than could have been imag- 
ined a few years ago, as he explains, 
"The whole point of the backdrop is 
that it allows much more variation to 
the game. Within the galaxy, only 
about a hundred light-year sphere 
has been explored by the humans, 
and the outlying regions are com- 



pletely uncharted, So within that 
sphere you have the core systems 
which are all super high-tech, super- 
populated and very well policed. 
Everything is squeaky clean ■ no fun, 
really. Then as you go out into the 
frontier systems, law becomes a lot 
less strict - like the original Elite's 
anarchies - where it's more like the 
wild west. It's a sliding scale the fur- 
ther out you are." 

Things are getting bigger and bet- 
ter all round, really. Remember using 
your hard-earned funds to customise 
your ship for combat and trading? 
The progressive idea has been 
retained, although now it's possible 
to change not just equipment but 
your entire ship, progressing from a 
lowly one-man Cobra to huge lum- 
bering cruisers protected by their 
own fleets of fighters. David's cur- 
rently experimenting with the idea 
of giving the game several start 
points, so you can choose to play the 
whole Elite experience, starting with 
a ship and some cash, or, if you're 
more arcade- minded, play as a 
member of a pirate band, pillaging 



the stellar highways for a quick prof- 
it - and, quite possibly, an ever quick- 
er death. 

Konami's Colin Fuidge, the devel- 
opment manager responsible for 
getting this project in on time, has 
his own theories about the game, 
"The way I see it, it's like The Dark 
Wheel, the novella that came with 
the original Elite. It spins on and on 
about all these wonderful things 
that happen throughout your life as 
a space trader. This game seems how 
that book was." 

"Rubbish," Braben comments, but 
Fuidge is unrepentant, "No, no, you 
get these giant ships, you get to talk 
to traders, you get to land on plan- 
ets - finally you get to do all those 
fabulous things that the book talked 
about, rather than flying around and 
shooting and trading," 

If Colin's outpourings sound a lit- 
tle overblown to you, it's simply 
because you haven't seen the game 
in action. David's innovative 3D tech- 
niques combined with the painstak- 
ing process of recreating every facet 
of a galactic environment, right 
down to planets being correctly 
shadowed for their position in rela- 
tion to thp iun, and solar/lunar cycles 
behaving EXACTLY as they should 
has produced a visual experience 
that looks more like the sort of 
multi-million dollar programs that 
NASA might run than a simple home 
computer game. In vhort, what's on 
screen has to be seen to be believed 
- and believe us, you'll be seeing a 
whole lot more of Elite 2 next 
month.,. 




N PART TWO NEX 



We'll be printing the very latest visu- 
als from Elite 2 - quite simply, some 
of the most stunning screenshots 
you'll ever see on an Amiga, as well 
as continued, more detailed cover- 
age of the game in progress. PLUS 
there'll be an exclusive competition 
where you (yes, you} could get your- 
self featured in the game! Can you 
afford to miss it? We think not. 
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And now, just arrived on the grid is a new 
challenger for the hotly contested title, 
Fastest Race Game Ever. As the lights turn 
to amber, Jim Douglas takes a look. 
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Following Lotus 3 in the appar- 
ently never ending run of driv- 
ing games from Sheffield-based 
Gremlin comes Nigef Mansell' 5 Grand 
Prix. With Mans ell slated to appear 
after virtually every big name has 
already come out (Lotus, Jaguar, Crazy 
Cars 3) the pressure is- very much on 
the shoulders of Damian Hibbard and 
Daman Godley to produce a racer that 
at the very least, is sufficiently different 
from everything else on the market. 

This pressure is considerably mag- 
nified by the fact that Damian has 
never written a game before in his life. 
So how can this remarkable state of 
affair sr an absolutely unknown pro- 
grammer end up in charge of writing 
one of a major software company's, 
biggest releases? 

"I went to university in Newcastle 
about three years ago and studied 
computer science/' Damian explains, 
"Once I'd done that, I began to put 
together some demos. In fact I was 
about half way through doing a demo 
when I got the job with Gremlin.™ 

Gremlin certainly hadn't planned for 
such a fresh-faced fellow, no matter 
bow talented, to begin his program- 
ming career with such an enormous 
project. "I was actually supposed to be 
helping out Graham who was doing 
Utopia 2 and has fallen a bit behind 
schedule. But the stuff he was doing 
at that point was stuff that he really 
needed to do by himself. It would have 
made lift, still learning," 

With Damian at a loose end and 
Nigel Man sell without a programmer, 
the logical answer was to let the new 
boy have a go. 

"We started way back in December, 
and there was plenty of time to make 
mistakes, muck it up and start over. 
There isn't much that was done in the 
first month that has survived. Just 
l because we kept improving on every- 
thing, we had to throw the old 
ideas away." 



So many other racers out there, it 

must have been tough trying to keep 
Mansell entirely original. What's it clos- 
est to? 

"I think Lotus is probably the best 
sprite driven game out there at the 
moment. Formula One Grand Prix is 
very good of course. And I think Vroom 
plays very well- It's certainly more of an 





arcade game than Formula One. My 
game is closest to Vroom. It's a sprite 
game, although it's done from first- 
person perspective, which gives you a 
different view." 

Daman Godley, the graphic artist is 
responsible for the look of the game, 
keeping the areadey feel which Dami- 
an is so keen to hold on to. "It's look- 
ing really good," Damian says, "Daman 
came onto the project about three or 
four months ago. Up until then, I was 
working with graphics from some 
other people but he's really done all the 
graphics for in the game now." 

While Damian is keen to point out 
how instant and areadey the feel of the 



"Everyone who'4 played the game 
seems to say that it's very fait," Jay* 
Damian Hubbard, chief Coder. And 
they're not kidding. Even swifter 
than, the reputedly remarkable Lotus 
9, Nigel Mansell moves at such * 
rate, it's harrf to behave you're 
watching lt_on the Amiga. The aim, 
of course, is to limit any slowing 
down once computer-can are in to 
an absolute minimum. 
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The combination of sprites and polygons in 
Nigel Maniell promise to make it one of the best 
looking race games yet. The bitmap ear* are 
altogether mors realistic than polygon ones, and 
the track process allows the designers a lot 
more freedom 




whole game will be, it's worth noting 
that at present, the dear plan is to 
include the 16 courses which make up 
the full Worlcf Championship Grand Prix 
season along with a host of variable car 
features. 

"There's a person upstairs who's 
writing a track editor, SO we'll he able 
to put the correct tracks in. The track 
editor isn't finished yet, so no real cir- 
cuits are in. I've typed some in just to 
work with. There might be a test track 
as well which you can practise on rind 
learn how to play it properly. You can 
either race the full season, race one cir- 



cuit or you can practise on the test 
track." 

"Also to go in are the controls for 
the car, That includes getting the revs 
and the gears in properly, Also the 
weather conditions, variable aerofoils 
j net gear ratios and stuff like that, 

"Realism is going to be quite impor- 
tant. We're going to make it so that 
they get the best out of the car if you 
change your settings for each track. It's 
going to be pretty fundemental to the 
game. They have to make a difference." 
As an added help for the novice 
driver, Nigel Mansell himself is on hand 
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to show the ideal way to handle each 
course, Dam i an explains. 

"Vou can also take the option to 
have Nigel ManseK take you round on 
a computer drive the track and tell you 
the best lines to take. But 1 haven't 
done that bit yet- Nigel will follow the 
same basic algorithms as the comput- 
er cars, but a bit better." 

A continual bone of contention with 
race games is the intelligence, or oth- 
erwise, of the other drivers. In Nigel 
Mansell, the computer stores the rac- 
ing line for each circuit and the best 
that the computer drivers could do 
would be to follow that, There will be 
three groups of cars, but they'll all act 
as individuals. They'll be slightly differ- 
ent, The worse they get, the more 
they'll go off that line. Damian is hpo- 
ing to add a bit of aggression so that a 
few drivers block out the player if he 
tries to overtake them. 

The biggest question asked of any 
race game is "Is it faster than the last?" 
According to Da mi an, "Everyone who's 
been playing it has been saying it's 
pretty quick, which is quite pleasing, 
We didn't start out with any particular 
determination that it had to be the 
fastest routine yet or anything. It was 
just happy coincidence really." 




Happy coincidence or not, it can't 
have all gone that smoothly. "The least 
enjoyable part? Hmm. Because I 
haven't got any experience I started off 
doing the road routine, and that's 
taken me nearly al! the time. It's an 
exceptionally tedious process. I was 
even trying to fix bugs that weren't 
even there. At the moment, the road 
just wobbles slightly, but I know how 
to fix that, but I spent ages trying to fix 
it. There are other things that I've had 
to take out, like the colour bars which 
weren't working, and hills weren't 
either, But that was because I was 
doing it all wrong, and I had to scrap it 
and start again." 

So what lies ahead for our first-time 
hero? 

"Next I'm doing the ST version" 
Won't it be a bit boring, doing it all 
again? 

"Well, I don't know yet I haven't even 
touched an ST yet, and I haven't dared 
ask when it's got to be finished I " 

"The sort of game I'd really like to 
have a do is a decent football game but 
there's so many that have come out 
just now. I think I'd go for a top down 
view because it's the most playable. 
You can get much more finesse that 
way. I might actually put together a 
spec and see i<f Gremlin want me to go 
ahead with it." 

But hang on. Isn't there a bit of the 
story missing? In between finishing 
University and beginning the project, 
how did Damian actually get his job at 
Gremlin? "There was an advertisement 
in New Computer Express for pro- 
grammers. I answered ft and got an 
interview and got the job. I didn't have 
to show them any demos or graphics 
or anything." Wasn't that a bit trust- 
ing? "Yeah. I suppose so." 



PROJECT: Nigel Man sell's World 

Championship 

PUBLISHER: Gremlin 

DEVELOPER: Damian Hibbard (code) 

Daman Godley (graphics) 

INITIATED: Christmas 91 

RELEASE: July/ August 92 
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Following up their 
excellent foray into 
fantasy territory that 
was Heimdall, Core 
design again 
attempts to woo the 
thinking end of the 
market with Curse of 
Enchantia, a game 
set to rival even the 
mightiest of Ameri- 
can adventures. 

Whatever happened to British 
adventures, eh? Somewhere 
along trie line they just 
seemed to get forgotten about. Way 
back in the days when adventures were 
text based, we ruled the world, with 
our witty puns and two-word input. 
Qnce the graphics side of it came ir>, 
however, the British developers seemed 
to lose their way, allowing their yankee 
counterparts to stomp all over them 
with top notch games like Monkey 
Island. Indiana Jones, Space Quest and 
King's Quest while we "Floundered with 
the likes gf, er, Demoniak. Only in 
recent months has a concerted effort 
been made to redress the balance. 

Surprisingly, Hook, from adventure- 
newcomers Ocean has come closest to 
successfully emulating the Lucasfilm 
style. Now, however. Core design are 
prepared to unveil the fruitions of their 
latest efforts, 
Curse of Enchantia is art entirely 
' home grown product, with a num- 






ber of strong points in its favour, not 
least the fact that rather than being 
written On the PC and then compro- 
mised and shoehorned into Amiga, it's 
been written independently on both 
machines, maximising the capabilities 
and tackling the weaknesses of both. 

So why an adventure? 

"We looked at Core's existing soft 
ware range," says Rob Toone, chief 



coder, "to see if there was a type of 
game that would complement it. We 
decided that a graphical adventure 
game in the Sierra and Lucasfilm mould 
would go down a treat, especially as I 
rather like that type of game. So a 
group of us adventure players sat 
down and designed the game." 

And what a fine band of adventur- 
er; they are! Rolf has some consider- 



able games experience; "I started to do 
the game design and some of the 

graphics of the 64 version of 'Founder' 
in 1985. I was then employed as a 
games designer for the next four years. 
At this point I started writing simple 
games on the 64 (for my amusement 
only). Then I wrote some budget soft- 
ware, both conversions and originals, 
with myself or a friend doing the 
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(Left) Our hero finds himself mana- 
cled to the wall in a grimy dungeon. 
A tricky problem was setting the 
cartoony style of the hero to blend 
with the realistic backdrops. 

(Right) How does Brad stand a 
chance wfi«n presented with such 
(ahem) terrifying foes? Dqnt panic, 
the corrida i 1 guard [for it is he) is 
only a low-level monster, 
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(Right) Over a hundred 

hand painted backdropi 

have been digitized on 
the Amiga and then 
touched up to produce 
Enchant ia's splendid 
visual style. 
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graphics. I was given full price software 
to do when Core was started. My first 
16-bit game was Car-Vup, a game 1 
designed and prog ram med and, to 
date, my favourite. Then, I hurriedly 
wrote Frenetic: and finally before this 
project, S wrote an Intro to one of our 
other games," 

The others have no programming 
record, but are big fans of the genre. 
Billy Anderson says, "I don't get the 
time nowadays for RPG [like in the old 
days - on paper) but i did when I was 
younger, in fact, I even used to ma-ke 
up my own when we'd run out of pre- 
written campaigns! " Rolf Mohr simi- 
larly used to play Dungeons and Drag- 
ons, and in the past has done 
illustrative work for Games Workshop; 
RPG and Adventure emporium of glob- 
al renown, 

Until recently, Rolf was. a tradition- 
al artist/designer and Billy worked as a 
television animator for seven years. 
Rather than struggling to fit into the 
games-designing environment, both 
seem perfectly happy in their new roles. 
"My role I see as being responsible for 



smooth flowing animation of all char- 
acters in Curse," says Billy; "Fortunate- 
ly., my background in film and televi- 
sion has taught me how to economise 
on the number of frames each action 
has without destroying the animation! 
As well as keeping the animation flow- 
ing, I also design many of the mon- 
sters, guards etc, who you might meet 
along the way. I'm left pretty much to 
my own devices for this job." 

The story of Brad, a regular teenag- 
er who gets magically transported to a 
very different world, Curse features a 
number of similarities to both Lucas- 
film and Sierra games, but is in noway 
identical, as Rob is keen to point out: 
"Curse has a lot more background loca- 
tions than the Monkey games and so is 
quite a lot larger. The text entry system 
that is employed by Lucasfilm bears 
every resemblance in the world to our 
system except they say take and we 
draw an icon. Also, there is an amazing 
amount of conversational text is Lucas- 
film games whereas we have kept ours 
to a simple minimum. Lucasfilm gets 
most of its humour out of its text. 
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whereas we hopefully get ours from 
comical animations and daft happen- 
ings, 

In order to make the player feel that 
he is involved with a real story, the 
game was carefully planned before any 
code was written, as ftob claims, "It 
took us a whole month to finalise the 



storyboard. We tried to consider every 
possibility encountered in the game, 
the user interface system, when to load 
graphics etc. And of course draw out 
every individual puzzle on lots'nlots of 
paper," 

The desig ners want to g ive the 
player as much control as possible I 
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over the game's hero, Brad, as Rob 
explains, "He's got 70K of sprite graph- 
ics -alone. He can be controlled by the 
keyboard, joystick of mouse. With the 
joystick or keyboard you move Brad 
around directly. But with the mouse 
you move the little have to poi nt where 
you want Bred to stand and click the 
left button and he will walk there, if 
you press escape, the fire button or 
right mouse button, you go to a panel 
with the icons displayed. Each icon has 
its own function and can lead to oth- 
ers, eg, to take an object at Brad's feet, 
are automatically displayed as icons 
and you click on the object icon 
required. Every action apart from 
movement is controlled from the icon 
system, even scores and disk functions. 
Hopefully a picture will say a thousand 
words and make this system easy to 
use." 

The rather excellent backdrops are 



achieved through a similar longwind- 
ed process to those in the Lucasfilm 
games. "I hand paint all the back- 
grounds in acrylics, then they are 
scanned in. I have only done the mini- 
mum of touching up on screen, to join 
repeated scrolling screens, or improve 
parts which don't digitise very well." 
Rolf explains. It's worth noting that 
since the graphics for the Brad charac- 
ter require eight colours, only 24 oth- 
ers remain for each scene. 

The decision to keep the onscreen 
test to a minimum was essential, 
according to Rob, "Too much reading 
can really slow a game down Or kill it, 
like Willy Beamish " 

Now, as they near the end of the 
project, the team allow themselves a 
brief moment to sit back, relax and 
reflect on the trials and tribulations of 
putting the game together. For the first 
time, everyone has a different opinion 




"I enjoyed all of it," says Rolf. Billy isn't 
so sure, "I hated all the colouring and 
shading, I find it difficult and boring. 
Making the characters animate - now 
that's fun!". And as for Rob, where 
there any niggling annoyances which 
prevented him from fully enjoying his 
time with Curse? "I didn't like having 
to make my own tea and not having a 
VTS slave. And I didn't I like not being 
able to take the credit for the other 
lads' work. Apart from, that, fine." 

And what's next for the trio? "I hope 
my next project will be science fiction. 
It's my main strength as an artist and 
designer. I'd like to try to get as close 
as possible to simulating interactive 
film-type games, like a cross between 
this type of graphic adventure and 
something with more animation and 
movement." says Rolf. 

"I'd love to do an RPG like Dungeon 
Master of Might and Magic, as these 
are two of the best games ever written. 
And I'd like to get that atmosphere 
with a few touches of my own," con- 
cludes Rob. "I'm also thinking of get- 
ting a few friends round to build a 
space shop, so I can go exploring." 

Quite. 




BACKGROUNDS FOR ACTION 

The background graphics for curse have received high praise from a most unusual quarter - the designers 
themselves! "The pure unadulterated and sexy backgrounds are the part that I'm more impressed with," 
says Rob. Each of the 100 screen "paintings' 1 were first sketched and then painted in acrylic inks by Rolf, 
and then scanned into the Amiga for touching up and improvements. Since the game isn't being ported 
down from a VGA PC version, the backdrops are only diluted once in their quality, as opposed to going 
through the host of conversion processes which normally befall backgrounds in similar games. Billy con- 
cludes; '1 think they've come out incredibly well - .good old Rolf!" 




WE NEED A 

HERO! 

Yes, just like Bonnie Tyler 
reminds us so eloquently in that 
aftershave advert, every game 
needs a hero. And he's got to be 
strong, and he's got to be fast, 
and he's got to be fresh from the 
fight. So it's a good job that so 
much attention has been lav- 
ished on Brad, Curse's super- 
flexible lead. Let us introduce 
you to the man himself, in just 
some of his poses. 



PROJECT: 
Curse of Enchantia 
PUBLISHER: 
Core 

DEVELOPER: 
Rob Toone (Code), 
Billy Allison (Com- 
puter Graphics), 
Rolf IWohr (Artist) 
INITIATED: Late 91 
RELEASE: Sept 92 
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COMPETE 

WITH THE 

BEST 



A TRULY OLYMPIC SPORTS SENSATION 



OVER Jo EVENTS! 

Featuring ALL Track 

and Field disciplines ... 

stunning animation and 

breathtaking action! 

TWO FREE DATA DISKS! 

Even more events 

which include: 

SWIMMING . DIVING 

JUDO . WRESTLING 

FENCING and BOXING 
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TEAM MANAGEMENT 
Put yourself in charge of 
training your squad for this 
summer's competition. 

HALL OF FAME 
Includes the history of the 
games and the winning 
contestants achievements. 
Compare your team members* 
performances to those of the 
AVAILABLE EARLY JULY all time greats as you attempt 

to break world records. 





GAME OF GAMES 

CBM AMIGA * ATARI ST - CDTV - PC COMPATIBLE 

OCEAN SOFTWARE LIMITED 6 CENTRAL STREET MANCH ESTER M2 5NS TEL: 06 1 832 6633 FAX: 06 1 634 0650 
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(Left) Above ground the player's 
horizontiilly-st rolling travels take 
him through hord*S of enemy troop 
ers, their specific form varying 
according to the Time Lan* the 
Walker has been transported to. 
Suffice to say that ,14 the technology 
Of the enemy- improves, the Walker's 
life gets tougher... 




"DMA Design! Tell 
me about your latest 
game," snarls David 
'Dep ED 209' 
Upchurch. "Tow have 
twenty seconds to 
comply.' 



wr 



Mention DMA Design and 
what comes into moit peo- 
ple's minds? It's Lemmings, 
of course. Undeniahly the? biggest com- 
puter game phenomenon of recent 
times, it put the Dundee- based devel- 
opers on the software map in a big 
way. 

However, DMA Design's first forays 
into the games arena were far removed 
from the cuddly, cutesy antics of those 
green- haired mop-tops. Remember 
Menace? Or Blood Money? Both 
^ were hard-edged blasters that first 



showed what the Amiga could really 
do in the shoot -'em- up stakes. Now, 
with Walker, DMA Design look set to 
return to their roots with a vengeance. 

Readers with good memories may 
remember seeing early screenshots of 
Walker around two years ago. At that 
time it was DMA Design's Dave Jones 
who was coding the game but since 
then, due to Dave's commitment to 
matters Lemmings-y, Ian Duntop has 
taken over the programming chores, 

But why the long development 
time? DMA Design's Simon Little. 
who' 1 ; is managing the project, 
psi plains: "Initially, round about when 
those first preview shots came out, we 
weren't really happy with it. We've 
rione a lot of work tweaking to it since 
then, getting small details in there to 
make it enjoyable to play even for the 
hundredth time." 

So what's the game's plot? Simon 
explains: "It's basically a 'time machine' 
game. It starts off in an arcade and you 
are a character playing a futuristic 
arcade machine. You leave the arcade 
and go home where you find this 
object on your floor which looks like an 
old-Style cigarette case. You pick it up 
and it projects a 3D holographic image. 




Thls gives, you the message that you've 
been chosen because of your superior 
game-playmg abilities to battle 
through time," 

Sounds more than a little like the 
plot of The Last Starfighter, n'est pas? 

"Ef,... yeah," laughs Simon. 

But enough of that. What of the 
game itself? As Simon sees it, the final 
game will take place over about four or 
five time zones Or levels set in the past, 
present and future. Each level is Split 
into two very distinct parts. Simon 
takes up the story: 



{Left; Here the player negotiates the 
underground section of the Future 
Time Zone, a massive level crawling 
With deadly and tough- tn-kill 
android warriors, These platformy 
sections provide welcome relief to 
the relentless blasting nature of the 
surface action. 



"The first part of each level has the 
hero in his Walker machine travelling 

across a horizontally-scrolling land- 
scape. Your Walker appears on the 

right-hand side of the screen and vari- 
ous baddies enter from the left-hand 
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(Above) ...As you can see! In this 
Future Time Zone the enemy's arse- 
nal includes laser-spitting crawlers 
and super-accurate Hunter/Seekers, a 
bit like those seen in the beginning 
of The Terminator films. The Future 
Time Zone poses the Walker's pilot 
with his toughest challenge of the 
whole game. 




side, everything from helicopters to 

tanks to lots of little men. " 

As you might have guessed, what 
ensues is large and copious amounts 
of hard-tore blasting, with the Walker 
having to kick butt and reach the end 
of the level. What sets Walker apart 
from yer bog-standard shoot-'em-up is 
the look of The Walker and the player's 
control over it, control that requires the 
use of both hands! 

"Tho mouse controls your targeting 
sight, I guess it's a laser-type sight, 
which casts a cross on the screen ahead 
of your Walker/' states Simon. "The 
mouse controls the sight's position. The 
Walker's head 1 then tracks the sight - it 
doesn't just move up and down, it 
actually swivels left and right as well so 
that it looks about. The Walker itself 
can be moved left and right, stomping 

(Right) Once past the end-oflevel 
guardian in the tcrolly-sho-O'ty sec- 
tion, the pilot climbs down from the 
Walker's cockpit and descend i 
underground into the enemy's secret 
base- Much running, jumping and 
shooting ensues as the hero makes 
his way around multi-directianally 
scrolling play area, trying to locate 
the weak points where time-bombs 
must be placed. 



backwards and forwards, using a joy- 
stick or the keyboard." 

Another aspect of Walker that sets it 
apart from the pack is the animation 
of the little troopers attacking the 
Walker and the intelligent way they 
behave. "The tiny men are about Lem- 
mings' size,'' explains Simon. "If you 
leave them atone then they'll line up in 
regiments and start firing at you. If you 
start firing back then they'll spread out 
and avoid your fire. 

"Then there are the trucks that come 
on with men jumping out of the back. 
Helicopters fly on - if you listen care- 
fully you can hear them playing Ride of 
the Valkyries [as in the movie Apoca- 
lypse Now) - and if you leave them 
alone men' 1 1 be lowered down on 
ropes. Then you Ve got men running on 
from behind the Walker who'll try to 
attach a rope to the Walker and 
attempt to trip him up." 

"You blast your way through the 
level and when you reach the end 
there's the usual guardian. Once you've 
shot that to bits you descend from your 
Walker - this is an animated sequence 
- and go down a lift shaft into a sec- 
ond part of the game which is a plat- 
form-style thing - lots of running 
around, jumping, shooting, collecting 
ammo and extras and so on - which 
also has an element of strategy. 

"You have to destroy the under- 
ground installation by placing three 
timebombs in pre-specified locations 
which are weak points in the installa- 
tion's structure. You have a computer 
on hand 1o help you do this and you 
can log onto the computer at different 
points and it brings up a map which 
zooms in and zooms out and shows 
you your current position and the posi- 
tions of the weak points and things like 
that. When you drop the bomb you 
have to type jn the time you think you 
need to get out and place the other 
timebombs so that they all go off 
simultaneously and you get out safely 
before the thing blows out. That gets 
you an to the next level above ground 
again." 

The look of the Wal ker seems to take 
obvious inspirations from the metallic 
two-legged stalking machines featured 




(Left) The entrance to th# 
underground section it protected by 
the now-obligatory big muvva of ■ 
baddy. In the Future Tim* Zone it'* a 
massive spaceship, at shown here. 
Note how the ship is built from 
smaller sprite 'parts' - this allows 
the ship to appear 'fully' animated 
while conserving precious memory. 

(Left below) The Walker is made up 
of two individual sprite sections, the 
head and the legs. While the legs ore 
relatively simply animated and just 
have to plod back and faith, the 
head Is far more complex arid has to 
rotate and swivel to follow the tar- 
getting tight no matter where it's 
pointed. Although taking ages to gat 
right, the result is very realistic, 

(Below) Just some of the many 
enemy vehicles whining around the 
Future Time Zone, intent on blasting 
the Walker. The real stars of the 
show, however, are the beautifully- 
animated soldiers - it's their antics 
that really give Walker its unique 
flavour. 
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in the film Return of the jedi. An inspi- 
ration? "Yes r I think that's really where 
the Walker came from," replies Simon, 
"Originally the game was mocked up 
by Dave [Jones] using a Walker-type 
character and he felt that it'd be a 
good basis for a classic sheot-'em-up. 
The final game's evolved from that with 
the addition of a lot of extra features." 
"There are lott of neat things about 




ROTOSCOPiNG FOR BEGINNERS 

As Ins become in expected, feature of games 
written by or for Psygnosis, Walker will fea- 
ture a pnaisive Intro sequence. However, in 
i radical departure from the usual hand- 
edged ray-traced style nude papular by 
games such ii Awesome and Aqiurentura, 
if II have a (lightly more 'naturalistic* style, 

"HuFt of the intro'i being done using 

rotoscopMg and same of iti Df linted hind 
animation," explain! Simon. To explain i bit 

further, far those of you unfamiliar with an i- 

mation terms, rotoitoping is the proceit 
where by the animator tracci over footage 
of Ihre characters and uses these tracings as 

the basis far the final animation, The result 

is very realistic- and nujd-kwking animation. 

However* that 1 ! not to lay there's a total 
absence of ray-t racing in the intro; "The 
walker itself has been ray-traced on a Sili- 
con Graphics machine using JD-moiieilmj 
software," adds Simon. 

So impressed have the DMA Design boys 
been with the way the modelled Walker 
looks and move that il mi* appear in the 
game. "We have a model Walker rendered 
in ID (ham probably find its way into the 
game by the time Its; finished." comments 
Simon, "In the future we're looking at 
modelling a lot of stuff to get a more 
realistic look to it" 
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(Above} If the Walker's shields are 
worn down to rerO, a huge eicplesi^n 
ensues and th* player's game ends- 
Just to rub salt into the wound this 
graphic sequence il followed by a 
still screen of the Walker lying 
destroyed on a pile of rubble. Tragic, 
■hi 



Walker," comments Simon. "One of the 
best things about it, I think, one of the 
things which makes people look at the 
game and go "Wowl", is the look of 
the Walker, the way it stomps around. 
Adding to this are the 'clumping' 
sound effects. There's no music during: 
the game, just loads of sound effects," 



Adding to the look of the game is 
the animation on the aforementiOrTPd 
little troopers, which includes lots of 
'splatter' effects when they get blast- 
ed. "The characters are quite small but 
when you blast 'em lots of red 
appears!'' laughs Simon. "When you 
shoot men «n the buildings they fall out 
and hit the ground with a splatl Also, 
as well as shooting the soldiers, you 
can stomp on 'emV It all sounds sat- 
isfy ingly gory, a much- neglected aspect 
of many modern blasters, although 
whether the family- minded bosses at 
Psygnosi swill let the graphics through 
unaltered remains to be seen, 

Walker boasts the usual list of tech- 
nically-impressive graphic and pro- 
gramming tricks that one has come to 
expect from a Psygnosis release, ^uch 
as 32-eolour full-screen graphics 
scrolling fifty times per second with 
two layers of parallax. Adds Simon: 
"We tried for three layers of parallax 
but it slowed things do too much. We 
wanted the action to be fast so we 
dropped the layers down to two," 

At iast, after the long wait, Walker 
looks on schedule to finally come out 
although there's still a fair amount <>t 
work still to be done before its Christ- 
mas release date comes around. "The 
top-ground sections are pretty much 
finished but we're still working on the 
underground sections to get them 



right" says Simon, "The problem was 
we had them both running simultane- 
ously and we thought that the top- 
ground section needed improving. So 
we did and it's now looking really 
good. Trouble is, when you compare 
that to the underground section you 
realise that the underground section 
needs improving as well SO we having. 
to get that up to standard I " 



PROJECT: Walker 



The boys n' girls at Psygnosis are qui- 
etly confident that Walker will be 
something of a Christmas hit, so much 
so that they want to get Lemmings 2 
out early to clear the way for Walker's 
release. Confidence indeed, 'And, on 
the basis of what's on show so far, it 
would appear to be confidence well 
founded, The shoot-'em-up renaissance 
starts here. 



PUBLISHER: Psygnosis 

DEVELOPER: DMA Design - 

Simon Little (Project manager) 

Dave Jones (Initial design) 

Ian Dunlop (Design, Programming, Sound) 

Stacey Jnmieson, Mark Ireland, David 

Hally (Game graphics) 

Neil Glancey (Intro graphics) 
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Take to the skies 
in an F-16 Fighting 
Falcon and fly this 
award winning 
simulation from 




FALCON™ 

Available on 
IBM PC, Amiga 
& Atari ST/STE 
rxp. £14,99 



PC Screen Shots 



Plus two Mission 
Disks! 



Operation; 
Counterstrike® 

Available on 
Amiga & 
Atari ST/STE 
r.r.p. £9.99 





SIXTEEN 



sz 



Available from 

leading retail outlets. 

In case of difficulty 

phone: 0276 684959 



Amiga Screen Shots 

Send S.A.E. for 
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Digital Integration Limited, Watcttrnoor Trade Centre, Watchmoor Road, Cambeiiey, Surrey GUIS 3AJ 
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GAMES 

4D SPORTS DRIVING 17.49 

4D SPORTS BOXING ,._, 17.18 

A10TANK KILLER ENH 21.99 

ABANDONED PLACES 17.99 

ADDAMS FAMILY - 17.43 

ADVANTAGE TEfWIS 17.41 

AFRIKAKQRP5 17.48 

AGONY 17,99 

AIR. SUPPORT 17.99 

AIR WARRIOR 24.99 

ALCATHAZ 17 99 

ANOTHER WORLD 17.99 

BABY JO 17.49 

HACK TO THE FUTURE II! 16 99 

BARBARIAN II 1719 

BATTLE ISLE ._., 17.99 

BEAVERS 17.99 

RIG RUN 17.49 

BILLY THE KID 17.48 

BIRDS OF PREY 23.99 

BLUES BROTHERS 17.49 

BLUE MAX 18.99 

BONANZA BROTHERS 17 49 

BRIDES OF DRACULA 17.99 

BUG BOMBER 1799 

CASHES 20.99 

CENTURIAN 17 49 

CELTIC LEGENDS 21.99 

CHAOS ENGINE 59.99 

CHASE ROM 17.99 

COVERT ACTI0N 23.93 

CRAZY CARS 3 17.99 

CF IMF WAVE 1 7.49 

CRUISE FOR A CORPSE 17.88 

CYBERCONlll „. 17.49 

CAS BOOT 20.99 

flEUTEROS .1799 

D-GENERATION 17.99 

DISCIPLES OF STEEL 17 99 

DIZZY EXCELLENT ADVENTURES 17 99 

DOUBLE DRAGON 111 17 49 

DUNE 22.99 

ELF 17.49 

ELVIRA JAWS Of CERBERUS 23.99 

EPIC , 17.99 

EUROPEAN CHAMPIDN FOOTBALL 17.99 

EYE OF THE BEHOLDER 19.99 

EYE OF THE BEHOLDER 2 21.99 

F15 STRIKE EAGLE II 23 99 

F117A STEALTH FIGHTER .21 99 

F1 8 STEALTH FIGHTER . . 19.99 

FINAL FIGHT 17.49 

FIRE & ICE : 17.99 

FIRST SAMURAI .. 17.49 

FLIGHT OF THE INTRUDER 17.99 

FLOOR .22.99 

F DFMJLA 1 GRAND PRIX 23.99 

FDZZBALL 1S99 

GAUNTLET IL 1749 

GERM CRAZY 17-49 

GOBLINS , 17.99 

GODFATHER 1 7 99 

GODS .„. 16.89 

GRAHAM GDDCH CRICKET 21.99 

HAGAR THE HOflfllBH 1 7.98 

HARlfQUiN 17.49 

HARD NOVA 17.49 

HARPOON .19-99 

HE1MDALL 19.99 

HERO QUEST (I MEG) 21 99 

HOCK 16-99 



HOSTILE BREED .17.99 

HUMANS 17.99 

I JONES FATE DF ATLANTIS 19 99 

IAN BOTHAM S CRICKET .17.49 

ISHAR 22.49 

JAGUARXJ220 , ..17.99 

J WHITE'S WHIRLWIND SNOOKER 19.99 

JOHN MADDEN' B FOOTBALL , 17.49 

KICK OFF II , . 1199 

KID GLOVES II 17 49 

KINGSQUESTV . 23.99 

KNIGHTMARE 17.99 

LASTNINJA3 17 49 

LEANDER .17.49 

LEGEND 17.99 

LEISURE SUIT LARRY 5 23.99 

LEMMINGS .17.49 

LEMMINGS DATA DISK 13.99 

LEMMINGS STANDALONE 17.49 

LIFE fi DEATH 17 49 

LIVERPOOL 17.99 

LOHD OF THE RINGS 3099 

LLIU3 TURBO CHALLENGE 2 1 7.49 

IURE OF THE TEMPTRESS 21 99 

MAD DOG WILLIAMS 21 95 

MAGIC POCKETS 17 49 

MAN.UTO EUROPE . . .17.48 

MEGA TWINS 17,49 

MICROPROS^ GOLF 23.99 

MIDWINTER II 23.98 

MIG 29 SUPER FU LCRUM 24.99 

MIGHTS MAGIC III 22.99 

MOONSTONE .29.99 

MONKEY ISLAND 17.49 

MONKEY ISLAND II 24 49 

MYTH .17.99 

NAVY SEALS 16 99 

OPERATION STEALTH 17 49 

OUTRUN EUROPA 17J49 

PAPERBOY 2 17 49 

PEGASUS 17.49 

PGA PLUS 22.99 

PGA fiOLf DATA DISK.., ,.,.. 12,98 

PITFIGHTER 17.49 

PLAN 9 FROM OUTER SPACE „ , . 22,99 

PLOTTINGS . 18.99 

POPULOUS II - 2099 

POPULOUS/SlMOTY 2C99 

PREDATOR II 11.99 

PLAYER MANAGER 13 99 

PUSHOVER ...17.99 

RAILROAD TYCOON 24.99 

REALMS 20.99 

RED BARON 23.99 

RED ZONE 17.99 

RISKY WOODS 17 99 

ROBOCOU ...17.49 

ROBOGOPIH :: 17.49 

RDBINHOOO 17.49 

RODLAND 17 49 

ROLLIN RONNY . . .17.49 

RUBICON 17.99 

RUGBY WDHLO CUP .. .17.49 

SENSIBLE SOCCER 17.99 

SHAOOE W OF THE BEAST 2 1799 

SILENT SERVICE II 21.99 

SlMANT... 17.49 

SIMPSONS 17 490 

SHUTTLE , 28.99 

SPACE ACE2 25.99 

SPACE 1BB9 1999 



SPACE CRUSADE . .. 17.99 

SPACEGUN 17.49 

SPACE QUEST IV 25.99 

SPECIAL FORCES 22.99 

STEEL EMPIRE 17 99 

STRIKER 17.S9 

SUPER SPACE INVADERS 20 99 

SUSPICIOUS CARGO 17.49 

TEAM YANKEE - 19.99 

TEAM YANKEE II 23 99 

TENNIS CUP 2 17.99 

TERMINATOR II 17.49 

THE CAHL LEWIS CHALLENGE ,_.„, 1 7.8B 

THE COOL CflOC TWINS 1 7.99 

THE MANAGER 22.49 

THF PFPFECT 3EHERAL 22.99 

THEIR t INFEST HOUR 19.99 

THEIR FINEST MISSION 10.99 

THONCERHAWK AH-73M 21.99 

TIP OFF 17.99 

TITUS THE FOX 17 9i 

ULTIMA Vt 20 99 

UNDER PRESSURE I7JM 

UTOPIA .2DL99 

VIDEO KID 17.49 

VRLTOM ,,,-17.49 

WILLY BEAMISH 21.99 

WOLF CHILD 17.49 

WOLfPACK 16.99 

WIZZKIO 17.99 

WWF WRESTLING .17.43 

ZOQi 17 99 

BUDGET 

AFTERBURNER 699 

ARKANOID2 8-99 

BARBARIAN 2 ,,. 6 99 

6ATMAN THE MOVIE 6 99 

BUBBLE BOBBLE 8.99 

CARRIER COMMAND 6 99 

CHASE HO 6.99 

CHUGKIEEGG2 ft.99 

CYBERBALL 6.99 

DOUBLE DRAGON 7.99 

F16 COMBAT PILOT 9.99 

GHDSTBUSTEPS 2 6.99 

HITCHHIKERS GUIDE 6.99 

HUNT FOR RED OC7QBE R 7.99 

JET SET WILLY 7.99 

K.0.2 RETURN TO EUROPE S 99 

K.0.2 WINNING TACTICS .,.„,., 6.99 

PAPERBOY... .... 6.99 

SWITCHBLADE 6 99 

WACKY RACES ..6.99 

Z-DUT 6.99 

ACCESSORIES 

I'? MEG UPGRADE t CLOCK 2B.99 

AMIGA 4 FLAVER ADAPTOR 7 99 

40 IOCKABLE DISK BOX 6 99 

SO L0CKA6LE DISK BOX 899 

BOX 10 BULK DISK 8.99 

BOX 10 SONY DISK ,. -9.99 

OU ICKSHOT PYTHON 1 10.99 

QUICKSHOT MAVERICK 14.99 

QUICK JOY JET FIGHTER 1 3.99 

QUICKJOY TOPSTAfl 20-89 

COMPPRQ 5000 EXTRA CLEAR 13.99 

NAVIGATOR 13 99 

ZlPSTICK. „ 13 99 



COMPUTER TITLES 



TOTAL AMOUNT ENCLOSED 



PRICE 



COMPILATIONS 



BOARD GENIUS 

SCRABBLE, RISK, CLVEDO. 

UASTER DETECTIVE 

£17.99 



NINJA COLLECTION 

DOUBLE DRAGON, DRAGON 

NINJA, 

SHADOW WARRIOR 



4 WHEEL DRIVE 

TEAM SUZUKI, COMB! RACER, GT 

FOUR RALLY, LOTUS TURBO 

CHALLENGE 

£17.99 



2 HOT 2 HANDLE 

GOLDEN AXE, TOTAL RECALL, 

SHADOW WARRIOR, 

SUPER OFF ROAD RACER 

E17.99 



POWER PACK 

XENON 2, LOMBARD RALLY, 

TV SPORTS FOOTBALL 

BLOODWYCH 

£17,99 



HOLLYWOOD 

COLLECTION 

ROBOCOP, GHOST9USTERS II, 

INDIANA JONES, BATMAN 

E17.99 



MAGNUM 

AFTERBURNER, DOUBLE 

DRAGON, OPERATION WOLF, 

BA TMAN CA PED CRUSA DEB 

£17.99 



DI2ZY COLLECTION 

FAST FOOD, QUICK $NAX, 

MAGiCLAND DIZZY, FANTASY 

WORLD, TREASURE ISLAND 

DIZZY 



QUEST FOR 
ADVENTURE 

OPERATION STEALTH, MEAN 

STREETS INDIANA JONES LAST 

CRUSADE 



Name Date. 



Address 
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42 Civilization 

46 Hoi 

48 International Sports Challenge 

50 Aqua Ventura 

68 Crazy Cars 3 

70 Liverpool 

72 Super Tetris 

74 California Games 2 

76 Red Zone 

79 Cobliiins 

SO Bug Bomber 

82 Catch 'Em 



(Micro prose) 

(Hollyware) 

(Empire) 

(Psygnosis) 

(Palace) 

(Grandslam) 

(Mi crop rose) 

(US Cold) 

(Psygnosis) 

(Dream Dactory) 

(DMI) 

(DMI) 




THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 
mean? 

0-25 Rubbish. Offensively low quality. 

Below average. Not acceptable by today's 
standards. 

50-60 Above average. But still plenty of room for 

i mpro vement. 

Pair to good. Lots of nice points, but in no 
way perfect. 

70-80 Pretty smart. Above accepted standards. 

81-90 Extremely good. Top notch impress! veness. 

90+ Simply excellent. Breathtaking. 

THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 



JIM DOUGLAS 

Jim is one of eleven lucky people from Emap 
Images to have been enrolled in a top secret 
training programme. This month Jim's 
commitment to his personal development 
enabled him to stay in a 5 star hotel and get 
in touch with his feelings during the busiest 
part of the schedule. And what do these 
taxing and challenging courses involve? 
Throwing a foam ball to each other and 
playing a jumped up version of musical chairs. 
It's tough at the top. 

OAV1D UPCHURCH 

Dave "The Length" they call him. And for 
good reason. Dave's recently rediscovered 
swimming prowess has elevated him to 
superstar status amongst the office ladies. 
"He's just like that bloke out of that Levi's 
advert," they swoon. Although we suspect 
they mean the old bloke sitting buy the pool 
on a sun -lounger. 

GARY WHITTA 

Not only has Gutbucket had the privalege of 
going round for tea with top games guru 
David Braben and seeing his Elite 2 in all its 
astonishing glory, but he has also got to 
review California Games 2. 

JIM WILLIS 

Good-for-nothing layabout Willis, probably 
under doctor's orders or something, spent a 
short time this month off his arse for a 
change. He's been building a wall in his 
garden. "A sort of rockery stroke bar-b-q 
area," he informs us. Still it was nice to see 
that he did have time to review a game this / 
month. Oh no, actually he didn't. I 
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All your commands are accetlfd — 
from here, but most of them have 
useful keyboard shortcuts too. 

The whole world In miniature helps 
you keep track of areas Outsidr- of 
the floating map window. 



Different type of terrain have differ- 
ent uses; Kills can be mined, plains 
can be irrigated, and to on. 

Shaw the size of your population, — 
the year, progress of Current 
research, cash reserve*, and luxury, 
tax and science rates, 



This is where all the action is 
played out. 



The main screen is where you'll spend most of your time, giving commands to your units 
And generally monitoring your progress. 




Gives info on the currently active 
unit and shows any other units in 
the same location. 
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|mpire building in Sid Meier's 
I Railroad Tycoon proved SUr- 
Iprisingly addictive Laying 
down tracks between American or 
British cities and then setting up 
your awn timetables was like having 
a huge, unlimited train set on your 
Amiga, and you didn't have to suffer 
the embarrassment of queuing up 
behind six year olds at your local 
Hornby stockist. With Civilization, 
Meier has applied the same princi- 
ples on an even bigger scale - con- 
quering the entire world i 

The objective, put simply, is to 
lead your ever growing tribe of peo- 
ple from the dawn of man, through 
the ages, to become the most 
advanced civilization on the planet. 



This vast scheme is played out on a 
world size map which, populated 
with tiles representing everything 
from armies to cities, essentially 
resembles the sort of thing you 
might find in any bog-standard war 
or strategy game. But hold on there, 
before you yawn and slink off to 
read the next review, let me reassure 
you that Civilization, far from being 
the dry and boring pursuit of train 
spotting nerds, is actually one of the 
most absorbing and entertaining 
games to come the way of the Amiga 
in a long while. 

Underneath the slightly tacky 
graphics, the ugly typeface and the 
strident soundtrack there's a first 
class game struggling to be noticed. 



Long-time Barbarian Laurence Scotford 
gets civilised enough to conquer Sid Meier's 
latest masterpiece. 




If you've played Railroad Tycoon, 
you'll know exactly what I mean: so- 
so audio-visuals, but you'll quite hap- 
pily play it to three o'clock in the 
morning three nights running. 

So how does Civilization work? It's 
normally a question best left to 
philosophers, economists, social sci- 
entists and their ilk, but in this case it 
can be summed up quite easily You 
begin with one measly flea-ridden 
rag-bag of a tribe, and your initial 
task is to found a capital city. Having 
done that you can use the resources 
in and around your new home to t re 
ate a range of useful things, be they 
soldiers for defence or invasion, set- 
tlers and traders to expand and 
improve your empire, shipping and 
other transport, or important con- 
structions like temples and universi- 
ties, 

As the game progresses, visits from 
other empires tend to become more 
and more frequent. They may want 
to make an offer of peace or demand 
a tribute In lieu of invading you, In 
the latter case they're often just call- 
ing your bluff and a raised middle 
finger is usually the appropriate 
response. 
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Zulu wise Men 
dlscov«r the secret 
of Magnetism! 




Major events in the game are flagged 
by newspaper reports. These can be 
anything from a new invention, like 
gunpowder, to the downfall of an 
empire. 

One of the most appealing and 
the most daunting aspects of the 
game is that, no matter how many 
extra units you create during the 
course of play, you have control over 
every single one of them, all the 
time! You can guide your budding 
empire in exactly the direction you 
like, as either a peace-louing trading 
people or a horde of warmongering 
barbarians. Neither option guaran- 
tees success, and whatever you 
decide, the competition is always 
tough... 
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REVIEW 



Each city hat its own information screen. Here you can change the item that the city 
produces and the division of labour within the population. 



Population ftttster 
Shows total population tat the city 
and proportion of happy p pop If* 
unhippy people, and specialists. 

City Resources Winda w 

The resources generated by the city 

each turn. 



Homo City Window ■ — ■■ 

Units controlled by that city, and the 
resources they require each turn. 



City Map — -■*■■ — ■— ■ 

Show resource:, yielded by the land 

■unrounding the city. 



The number show* how targe the 
city's population is. If it's coloured 
red, the people ere revolting! 



Each type of unit has a different icon. 

with the empire they belong to being 

indicated by the colour, 



CITV RESOURCE £ 
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If you thought that on-line help was something you only got with boring 
business programs, think again, Civilization has a civilopedia which contains 
help screens on almost every aspect of the game. These are often shown 
when certain elements first become introduced into the game, when you 
make a scientific advance for instance, but you can optionally call them up at 
any time. This is especially useful when you are planning your research in 
advance. 



At the end of the game, you get to see exactly how well you've done 

t omp.ired to other empires It can often be quite a shock to find that you 

haven't been quite the king of the castle you thought you were. Your civiliza- 
tion score depends on a number Of things like turns passing without any con- 
flict, success at keeping pollution down, advances made and wonders of 
the world constructed. 
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REVIEW 



■ THE SEVEN AGES OF MAN 

One of the nicest elements of Civilization is the way that the gameplay radi- 
cally changes as your empire enters each new phase of its history. Logically 
enough, while romping foot soldiers have a whale of a time pillaging the 
local countryside during the early part of the game, it's not an advisable 
course of action in the later stages, when your opponents can deal with the 
irritating little swine by just dropping a two megaton bomb on them! 





The Dawn of Civilization 

Life is a breeze. You're about to found your first city, 
there's apparently no competition whatsoever, and 
the land looks ripe for exploitation. 




Exploration 

Having got settled in, ordered the milk and newspa- 
pers and other such mundane things, it's time to go 
out nnd explore the garden, Those great swathes of 
black are parts of the globe you haven't explored yet, 
and they only become revealed when one of your 
units passes through or near them. 
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Contact! 

Sooner or later you're going to meet the neighbours. 
When you do, quickly assess how strong they are. If 
they're puny, you can give them a thorough beating 
and send them off with their collective tail beneath 
their legs. If they're bigger than you are, you'd bet- 
ter simper a bit and give them all your sweets, or 
alternatively make peace and trade with them. 



Renaissance 

Look we're big boys now! The game starts to get 
ly interesting when you're developed enough to start 
building real ships, rather than boats that sink when 
it rains, and have enough knowledge to develop gun- 
powder. 
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Industrial Revolution 

Progress has it's downside of course. Once you're 
showing people Watt's Watt with railroads, and 
you've constructed your first factories, you'll find that 
pollution begins to rear it's ugly head. You could 
make like the politicians of course and ignore it, but 
ultimately that leads to global warming, and eco- 
logical catastrophe strikes! 



Nuclear Age 

In the golden age of the split atom, your answer to 
pollution h nuclear power. Like real life though, noth- 
ing in Civilisation is that simple and meltdown ts 
always a real danger. Nuclear power does have anoth- 
er use of course, and you can merrily create a dozen 
Hiroshima*, provided you're ready to accept the con- 
sequences of course,. 




Whenever you tound or improve a 
city, or there's a major event like an 
insurrection, you are treated to an 
animated view of the happening. 
These are quite amusing at first, but 
can interrupt the flow of the game at 
later stages, so it's fortunate that 
you can bypass them by just pressing 

a key, 




The intro sequence looks quite pretty 
in places, but does it tend towards 
'long winded and tedious'? Vou bet 
it does. Only trouble is, it's used to 
mask the generation of each new 
world, so you'll just have to jolly well 
put up with it won't you ' 




Space Race, 

The final phase is the race for space. 
We're not talking about getting a tooth 
paste tube to fart its way to the moon 
here, we're talking colonisation of deep 
space. After all, you've made a right 
mess of your own back yard, now it's 
time to go and drag your muddy feet 
right across somebody else's living roorr 
carpet! 
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.et's make no bones about it, 
ivilization is a brilliant game. It's got 
all the appeal that Railroad Tycoon 

lad, but even more depth and variety, 
his is not the sort of game that you'll 

»lay once and then feed to the dog. 
For one thing, unless you go drastkal- 

y wrong, each game takes a good ten 
to twenty hours to complete, and 

here's plenty of scope for customising 
worlds or playing at an increased diffi- 

ulty level or with greater competition 

rom other Empires, In other words, 

nd this is typical of Sid Meier's stuff, 

ou're investing in a game that's going 
to provide months, If not years, of 

ntertainment rather then days or 
eeks. I guarantee that the game Is 

ompulsive enough to keep you burri- 
ng the midnight oil for at least A cou- 

ile of nights the first time you play it. 
Before I get too eulogistic I ought to 
point out that the game is by no 
means faultless. Disk swapping has 

been kept to a minimum but It Is still frequent enough to 
become annoying. The problem is compounded by lengthy 
disk accessing between some screens, which is frustrating 
when all that is loading is a non-essential animated sequence. 

J The graphics are good in some places, but pretty humdrum In 
general, the game's font is the ugliest you've ever seen and 
the soundtrack is not the most inspiring in the world. Given 
at the actual gameplay is so good, these faults can't really 
e elevated above the level of minor quibbles and are all easi 
y forgiven. If you're turned off by anything more intellectual 
an Shadow of the Beast then I suppose you can't be blamed 
for leaving Civilization alone. If not, then do yourself a favour 
and give it some serious consideration. 
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If you thought Saurs were the sort 
of thing you developed in your 
lower facial region after spit swap- 
ping sessions with an Insufficiently 
vetted member of the opposite sex, 
prepare yourself for a shock. Saurs 
are, in fact, baby dinosaurs from a 
world strangely similar to 
our own. Unlike- humans, 
Saurs waste no time 
killing and maiming each 
other, but Instead single- 
mindedly pursue their 
goal of evolution into a 
super- race of omniscient 
beings, 



Who out there is man enough to guide Hoi 
the dinosaur through the derranged and 
dangerous Madlands on his quest for female 
companionship? Jim Douglas thought he 

was.. 



•mi 

o 



Aiee - phones! Despite the fact that 
Hoi now has himself equipped with a 
shiny and by all accounts highly desir 
able jetpack, he still has occasional 
bouts of technofear. And who can 
falame him when he's presented with 
such fiendish problems as a veritable 
exchange of telephone receivers, all 
gliding back and forth at different 
speeds, Using your skill and 
judgement, you must help Hoi scale 
the top of the tower of telephones 
emerging at the top to fac* even 
more sticky baddies. In these tax- 
ing set-pieces., the re-start block 
reduces the player's sense ot 
frustration considerably. 




However, breeding Saurs isn't as 
easy as it may sound- For the females 
of the species, thanks to a rather 
unco -ope rati ve decree by the Saur 
elders have been moved to the far 
side of the Madlands, a strange and 
hazardous place. And set it's the play- 
er's mission to guide his Saur through 
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the Madlands (four levels and a final 
stage!, avoiding the obstacles and 
collecting the bonus points as he 
goes, eventually reaching the other 
side and - ahhh! - his prospective 
mate. 

Hoi, the Saur in question, is 
endowed with particular abilities 
appropriate to the level he is cur* 
rent I y exploring. During the first 
stage, he can walk left and right and 
jump, relying entirely on his smooth 
movement to avoid contact with the 
baddies. Later, deadly orbs issue 
from Hoi's mouth and he even 
sprouts a jetpac to negotiate the 
tricky third stage. 

The biggest question, of course, 
since you have already worked out 
that this is a big scrolling arcade 
adventure is, "has it got anything 
new to offer?" Well, let's see shall 
we? 
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(Left] Far a cute green dinos.tur. Hoi 
can certainly pack a punch. Here, 
when faced withe deadly cylindrical 
ufo's he can dispatch them by spit- 
ting little bombs at them. While the 
game doesn't feature anything as 
sophisticated as inertia or gravity • 
Hoi's "bullets" just go in a straight 
line, and his jet-pack will keep him 
flowering ail day without touching 
the joystick once if so required ■ 
these stages work perfectly well, and 
provide some rapid thrills once all 
the jumping and maze exploration 
has been dealt with. 

(Right) Here we are cm level 1 and Hoi 
finds himself presented with a simple 
hut by no means easy problem, 
Brightly coloured planes glide from 
right to left along the construction 
sight, bashing into poor Hoi's head, 
The solution is to just time your 
jumps correctly and head for the lad- 
ders on the right side of the screen 
where - magically ■ the planes do not 
live- 
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One of the least impressive aspect* 

of Hoi is that occasionally the player 
is forced to make blind leaps into 
thin air, only afterwards finding out 
if he has leapt the right way or not, 
H*re r Hoi is clambering down a set of 
long towers. Unfortunately, since he 
can't see what lies below him, Hoi it 
forced to indulge in just such a 
tedious sequence of trial and error 
dropf. 

Clawing crystals set in metal cubes 
art not gaudy jewelry but in fact 
marker points which prevent Hoi hav- 
ing to return to the start of a huge 
level each time he loses a life. Since 
Hoi is killed rather easily by virtually 
everything in the Madlands (indeed, 
* fall measuring only slightly more 
than Hoi's height will do for him) this 
is a Good Thing. 





[THE VERDICT 

So what, you will surely ask, can war- 
rant Hoi's simply soaring scores. After 
all, it's only an arcade adventure, isn't 
it? Well, yes. But Hoi is an arcade 
adventure so pure that it brings back 
all those memories of what games 
used to be about. For a start, since 
Hoi's controls - at their most convolut- 
ed - only involve left, right, up and 
shoot, the player's attention is 
focussed on making the character 
work properly and inventively, rather 
than running through a limitless num- 
ber of permutations of possible 
moves. 



s i u n b 



LIABILITY 



vj 



> 



RSTI1 ILITY 



OUMRLL 



I 



(Above) Here in the maze in level 3. 
Hoi is not only presented with the 
standard Which Way Now dilemma, 
but the additional hurdle that the 
maze is almost entirely unlit. 
Thankfully, Hoi and his deadly Spit- 
globs emit powerful patches of light. 
And so does the enormous mechani- 
cal snake which races all round the 
maze. How to get out of the maze? 
Why, backtrack along the snake's 
path, of course. 

An early problem but one indicative of the standard obstacle fare Which our 
Saur must negotiate before he can reach the other side of the Madlands, The 
Bouncing Balls, true to their name, bounce up and down in an entirely pre- 
dictable pattern. While scaredy bottlers will sit on the left of each ball, trying 
to work out when it's safe to run, true hardmen like US will work out that it's 
possible to run through the whole lot In one go without stopping. But then 
we wouldn't like to boast. 



Hoi's environment is also very 
simple. Essentially, it's just a group of f | 

four landscapes with a number of 
checkpoints for each. But this simplici- 
ty makes it possible for the individual 
problems facing the player to be made 
more tough. 

Graphically, it's pretty standard fare. Regulation parallax 
backdrops scroll behind stone and wood foregrounds that 
we've seen many times before. But even here there are plen- 
ty of innovative touches, such as the stage where platforms 
are hidden in the parallax background and only available 
when Hoi moves, making an otherwise predictable ascent up 
a narrow shaft positively gripping. 

Inevitably, Hoi will be dismissed by many as simply 
another arcade romp and there's no doubt that elements 
seen here have been done better in the likes of Robocod and 
Harlequin, but for all that, it seems so offer something just a 
bit more rounded than either of the other two in my book 
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[■CHALLENGE 




Ciddyup" Hilarious js it may look, the 
horse riding is rather exciting, p« spite 
the fact that the big horses h«ad 
makes you feel as if you're On a merry- 
go-round at the lair' f airier than astride 
a mighty stallion, this section plays 
most agreeably. The scanner iil the top 
of the screen guidts the player to the 
appropriate jump, and simply joystick 
controls make the horse go in the right 
direction. The best times combined 
with a clear round win the day. 

(Below) Now that* how the professionals do it. Before attempting a dive, the 
player can watch a computer-controlled demonstration of how it should be 
done. Thie serve* a useful purpose, since the player can watch and then 
attempt to immitate the joystick movements represented by the rather natty 
set Of Circles in the top right corner of the pic. The inner circle represents the 
power or the take off from the board, which pulsates on the first click and 
locks on the second (the aim Is to catch it when the diameter Is widest), Then, 
the little grey hall will move around the circumference and the players 
joystick position (the other little ball) must follow it in order to perform the 
dive correctly. 



Summer may well mean sea and sun, but 
it also means sports games by the 
cartload. Jim Douglas limbers up on the 
sidelines to take a look at Empire's latest 



Oh for God's sake! Who are 
Empire trying to kid? It's bloody 
boiling out there and they're 
trying to make gs run about and cycle 
and swim in some infernal sports game. 
Much as strenuous physical activity is 
absolutely out of order in such blister- 
ing conditions and the only jogging 
even worth considering is the horizon- 
tal variety, this particular offering is in 
fact worth a look, being one of the 




more enjoyable sportsters of the 
moment. 

International Sports Challenge is, in 
distinction from many sport games cur- 
rently available, no simple stick wag- 
gjer, Instead., it's a medley of events 
designed to realistically emulate the 
details of six international sports disci- 
plines in some considerable detail. 

But don't let that put you off. 
Although the game doesn't score quite 
so highly when it comes to high 
adrenaline, stick waggling excitement, 
each event is significantly different from 
the rest, making each a new challenge. 
Vou feel as if you're learning a new skill, 
rather than just waggling a different set 
of sprites into life. 

As you would expect., you can pick 
and choose which events you fancy and 
play any combination you like, The 
marathon is the only exception here 
since, true to its name, it is a bloody 
long event, the idea being to play the 
marathon along with the others, 
returning to check the progress of your 
runner as he slogs out the miles while 
flitting between the shorter events. 

(Right)Like the other shooting events, 
the target range is virtually impossible 
to do well at when played with a joy 
stick since it requires speedy sight- 
whizzing. At first the targets move 
round slowly and you'd have to be 
Elmer f udd in order to miss the bulls- 
eye Later rounds are far more tricky, 
with the targets turning away almost 
before you've registered they're there. 



Blaml The skeet shooting is quite a 
laugh, the player cycles through a 
number of ' station*', each 
programmed to launch skeets (clay 
pigeons) in particular combinations. 
The aim, obviously, is to blast as 
many skeets as possible. Mouse con- 
trol is by far the best here, since 
much swift sight -shifting is neces- 
sary- The player tan move very 
freely, and the background rapidly 
scrolls to keep up with euen. the 
most erratic movement. Remember, 
you've only got two shots per 
launch' and wasting one will require 
soma spectacular two- birds- with- 
one-cartridge antics to maintain a 
decent score. 



IT'S SO 

Never has a sub-game been more aptly 
described than Sports Challenge's 
'Marathon*. Absolutely e«ry detail of the 
whole race Is chronicled and there's a good 
chant* thai by the end of the event most 
players will indeed collapse into a gibber- 
ing heap and need to be wrapped up in 
some of that Mars Bar tinfoil. To prevent 
the. or, boredom of such a lengthy event 
hampering the players' enjoyment, the 
marathon runs throughout the whole 
game, with players returning to check on 
the progress of their runners liter com- 
pleting each of the other events. 
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SPORTS 





(Above)Bullseye! A rather slick deriva- 
tion of Duck Shoot is The Boar, a sim- 
ple accuracy; speed test where the 
player must get as many shot* out of 
a passible five into the highust scor- 
ing area of the each boar's target. 



(Above) The purest wiiggler in the 
suite is the -cycling. Two race styles 
are available {a straight race or a pur- 
suit face, where your opponent starts 
on the opposite side of the track and 
the aim is to catch each other) and 
the races are held over different dis- 
tances but whatever the choice the 
aim is simply: waggle like a good 'un. 
All steering is handled by the 
computer and it's simply pedal- 

pDwer that will see you through. 
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( Above) Darn! That close I It's; all very 
well being able to yank one's crank 
very fast, but doing it smoothly and 
breathing (with the FIRE button) at 
the correct times makes all the differ- 
ence between winning and losing. 



SATISFYING! 



|theverdict 

While I was a little disappointed 
to discover that Sports Challenge 
isn't Track & Field for the 
90s, I was most chuffed that 
Empire has steered 
sufficiently clear of all the 
ghastly menu- wading that 
often accompanies 'detailed' 
sports games. Every event, 
apart from the marathon, 
can be played individually or 
in any combination with a 
minimum of fuss. 
Considering that there's such 
a variety of sub-events 
(which diving board you wish to 
use, what sort of riding event, 
etc), it's a blessing that you can 
jump in almost immediately. It's a 
shame that you can't quit back to 
the menu with ESCAPE if you do 
select the wrong 
one, but it's 
hardly the end of 
the world. 
Visually, Sports 
Challenge is not 
exactly a work of 
art, but at least 
the programmers 
haven't taken the 
easy route and made the competi- 
tors simply look 'funny'. Even in 
the places where the graphics 
don't work especially well, it's a 
refreshing change to be able to 
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(Top Right) That marathon course in 

full. This is where the players can 

actually be seen making their 

progress and from where the main 

aspects of their runner's statistics 

can he examined and altered. 



(Bottom Right) Elements like speed 

and rhythm are affected with simple 

stick waggling (the more you waggle 

over a five-second period, the faster 

your runner will go over the next 

stage) while other factors, like 

should he have a wipe with the 

sponge or have to drink at the next 

stage, can be altered without any 

joystick bashing at all. 




actually believe you're controlling 
a real human being, instead of a super-human 
sprite. The biggest let down of the whole package is 
the Trap Shooting, which looks like a bit of 
an afterthought, with some ropey and unin- 
spiring graphics, It simply can't compare 
with the excitement of the Skeets and it 
looks a bit hurried. On the whole. Sports 
Challenge is a thoroughly enjoyable and 
entertaining sports sim. If you're feeling 
heroic enough to attempt every single 
event, thus embarking on the Marathon too, then I 
suspect you'll find it most rewarding. 
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THE VERDICT 



VENTURA 

After literally years in 'development Hell', 
Psygnosis finally unleash Aquaventura on 
an unsuspecting world. But r ponders David 
Upchurch r is it worth the wait? 



Curse those alien scumbags! 
They've only gone and invad- 
ed the Earth again, Arid, of 
course, there's only one man who 
can save the planet blah blah blah. 
Since Aqua vent Ufa's been in devel- 
opment for nigh-on four /ears, you'd 
think Psygnosis would be able come 
up with something slightly more 
inspiring than this. Even the compa- 
ny's manual writer recognises that 
this is a pretty crappy old excuse for 
a plot and has written the scenario in 
an amusingly 'tongue in cheek' style 
that compensates for its banality. 

But, as we all know, at the end of 
the day it's the game that's impor- 
tant, not its plot. So, does Aquaven- 
tura make the grade? Well.,, almost. 
It's essentially a 3D shoot-'em-up, In 
his AquaCraft the player skims over 
the surface of a vast ocean populat- 
ed by the bizarre and totally hostile 
Spurcians. Each level's ultimate aim 
is to destroy a giant pyramid guard* 
ing the passageway to the next level, 

Th# Spurcian breed are many and 
varied and are produced by black 
slabs that rise out of the ocean's sur- 
face By shooting the slabs the play- 
er can slow down the alien <itt<Kk. 
However, this wastes valuable tint* 

and the player tends to be b«tt«r 
off Ignoring the aliens and con- 
centrating on the main task of 

I destroying the pyramid, 



However, these pyramids cannot be 
destroyed until the solar gen^cators 
powering its shield are destroyed. 

Having opened the passage the 
player has to tackle the obligatory 
end -of- level monster before flying 
through a wildly-snaking tunnel to a 
weapons depot where the Aqua- 
Craft's shields are replenished and its 
weapons enhanced before it is 
thrown out into yet another battle- 
field. There are eight levels in all, with 
the Spurcian presence and the num- 
ber of generators to be destroyed 
increasing in each.. 



Games that spend years in devel- 
opment tend to fall into one of two 
categories; they're either completely 
amazing or completely disappointing. 
Sadly, Aquaventura is an example of 
the latter. Depicting the action using 
a blend of sprites and polygons is an 
interesting idea but the image update 
is sluggish and the game's look, 
despite some nice ray-traced sprites, 
is drab. Some of the 3D animation 

> between levels Is quite nice, though. 
Sound is equally inspiring - to say 
that the best sound effect is the 
metallic clang when your ship hits the 
sides of the tunnel probably gives you 
some Idea of the quality of the rest. 
However, for all this aesthetic criti- 
cism. I actually found Aquaventura 
quite enjoyable to play. The action 
couldn't be described as fast but the 
well-defined aim makes it surprisingly 
engrossing although It is a bit easy 
{something of a first for a Psyggy 

fgame); I got halfway through the 
game on my fourth or fifth go so I'm 
sure that a lot of you out there will 
finish it within a couple of days. The 
big black mark against Aquaventura 
is that Graftgoid's Simulcra did this 
sort of thing much better and a lot 
faster about two years ago on the 
MicroStyle label so if the concept of 
Aquaventura appeals then you'd be 
much better off scouring the bargain 
bins for that instead. 
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The pyramid conceals the entrance 
tc the tunnel to the next levvl, 
Having destroyed the generators the 
player can start blowing up the four 
shield casters dotted around the 
base of the pyramid- Liiiing up on 
the casters if ■ lot more difficult 
than It sounds and it's often a good 
idea to use one of your limited sup- 
ply of three homing missiles to get 
the job over and done with. 



SENS! SOCCER RENEGADE 



MONKEY ISLAND 2 US GOLD 



THE ADDAMS FAMILY OCEAN 



& ICE RENEGADE 



14 SPACE CRUSADE GREMLIN 



Aiieeee! Kill Zone! Yes indeed, two 
new words to strike terror into the 
very heart of the games writing 
community. Why? Because the Kill 
Zone is the location of the most 
excellent hints, cheats and maps, 
guaranteed to help you through the 
most tortuous and tricky stages in 
the hottest games of the moment. 
Month by month, the pull-out 
sections will build into an enormous 
and unsightly pile of 
pa per /thoroughly useful tome of 
reference (delete as you see fit) 
detailing all the stuff that you really 
want to know about the most 
popular games of all time. 



You surely must know the routine by now. Take a 
firm grasp of the Killzone pages, hold the rest of 
the mag with your other hand and pull your arms 
apart - shazam! in one easy step you have turned 
the world's finest Amiga magazine into, er, the 
world's finest Amiga magazine PLUS a standalone 
supplement. Crazy eh? 



Ul 

V 

u 

o 

ill 



Z 

UJ 
IA 



It's the best foot- 
ball game money 
can buy. It's also 
bloody hard. 
Which is why you 
should thank 
Sensible 
Software's Jon 
Hare for providing 
you with these 
top tactical tips... 
SOME HANDY 



77T 



• When taking a goal kick, always 
wait until the opponent's striker 
has moved well away from your 
keeper. This prevents any uneces- 
sary disasters. 

• When attacking, keep an eye on 
the goalkeeper's fumbles - espc 
dally with the naff teams - and be 
ready to capitalise on them. 




This il a simple one. and a technique favoured by 
goal-greedy glory-hunters. Vou can try this from 
the kick-off - run straight at the goal down the 
centre of the pitch, and as you cross into the 
area, just before reaching the penalty spot, boot 
the ball and apply serious aftertouch to the left 
or right. This should send it swinging into the far 
corner of the net. out af the goalie's reach. 



Powerful headers from 
th« halfway line are a 
useful way to return 
your opponent's goal 
kicks. It can put you in 
a fine scoring position 
by catching the 
defence unawares. 



. Don't try to head the ball into 
the net too close to the goal - they 
will nearly always hit the bar or go 
over. 

• If you need to get to the ball 
quickly, remember that you can 
gain an extra burst of speed by div- 
ing or sliding. 

• Always use the "View Qppo" on 



Try a long diagonal kick "up and 
under" from just inside the touch- 
line in your opponent's half, and, 
as it comes in, swerve it towards 
tha far pott of the goal. Dut to 
tha long rang* of th* shot, this is 
only raally *ff*etiv* against naff 
goaliai. 





the pre-game tactics screen and 
mark up on opposition star players. 

• Putting an outfield player in 
goal, however japesome it may 
seem at first, means certain death. 
Don't do it. 

" If you're in the lead with a short 
time remaining, cad up the Bench 
and choose Defend as your forma 
tion . This closes ranks on your goal 
and lessens the chance of a last- 
minute equaliser. Likewise, use the 
Attack formation if the situation is 
reversed and you desperately need 
a goal. 

• Don't bottler trying to dummy a 
computer player - it's virtually 
impossible to do 

SEEDINGS 

Sensible Soc-cor doesn't specifically 

tell you how good teams are,, so 
here's a handy list of seedings thai 
puts them in their place. With this as 
reference you'll have a better mea- 



sure of the team you're going up 
against. 

CUSTOM TEAMS 

The list run 1 ; downwards, with. the 



Pass, corner kicks to tha 
playar at tha rtaar (ida of 
tha penalty area, than 
move him a littla towards 
the goal. Ai you cross tha 
rtaar post, boot tha ball 
and iwarva it hard in 
towards the goal. With 
luck the keeper will be 
stranded and the ball will 
sail in. 
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Hn alternative to the near-side 
corner technique is to lob a shot 
from the corner spot straight 
across the goal, then slide in a 
player from outside the area to 
knock it in. 





Sensible refer to this one as "the ultimate goal", and 
scoring, one should be the high point of your career. 
Boot the ball towards the goal from far out and, as it 
starts to come down, tend In a striker with a diving 
header- As the player makes contact with 
the ball, use aftertouch to send the header 
off at a diagonal. This will baffle 
the keeper and send the bell 
into the far corner. It also 
looks bloody brilliant. 




best teams at the (op and the worst 
at the bottom, Simple, really. 



NATIONAL TEAMS 

1st SEED 

England, Germany, 

Holland, Italy, France 

2nd SEED 

Yugoslavia, Republic o+ 

Ireland, CIS, Romania, 

Czechoslovakia 

3rd SEED 

Poland, Belgium, Sweden, Spain 

4th SEED 

Scotland, 

Bulgaria. j 

Portugal, ( 

Denmark 

5th SEED 

Wales, 
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Defenders should use the sliding tackle to gain extra 
speed when they need to get to the ball In a hurry. 
Sliding in and using after-touch to alter the direction 
of the ball whan hit can help to keep the ball in play 
and prevent you from giving away unnecessary cor- 
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Switzerland, Austria, Hungary 

6th SEED 

Finland, Norway, Northern Ireland, 

Greece 

7th SEED 

Turkey, Albania, Faroe Is land s, 

Luxembourg 

8th SEED 

Malta, Iceland, Cyprus, San Marino 



CLUB TEAMS 

The top dub teams are.. 
AC Milan, Liverpool, 
Barcelona, 
Internationale, Red Star 
Belgrade, Real Madrid, 
Juventus and Bayern 
Munich. 
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It may sound obvious, 
but always try to aim 
penalty kicks towards 
the far corners of the 
net. The keeper will 
nearly always *ave shot* 
near the centra of the 
goal. 





Oh me deary-ohs! That accursedly-good Monkey Island 2 is causing much toil and trouble 
across the nation. But hold, Cap'n - complete solution ahoy! 



PART 1: THE LARGO EMBARGO 



: 



" Walk to the knoll to the back of 
the graveyard and search out the 

grave of one of Largo's relatives- 
Start digging with the shovel and 
keep going until you have a half-rot- 
ten bone in your possession, Yuck! 
Leave the graveyard and make for 
the beach... 




2 ...Climb into the coffin and pad- have a Chat to the Voodoo Lady 

die until you find the Voodoo Lady's about what you've got to do to get 

shack. Once inside take a length of rid of Largo Now, time to visit the 

string (you'll find the reel amongst graveyard... 
the junk on the shelves) and then 




i ,„On the path leading to the 

campf ire you should see a stick. Grab 
it acid return to Ticktown... 

5 ,C3o to the Bar ship and sneak 
into the kitchen via the ship's rear 
windows. Don't worry about the 
cook 'cos he'll pay you no attention. 
Pickup the knife from the table and 
leave by the same way you came in.., 



C.Go to the Inn ship at the end of 
the jetty and cut the rope tethering 
the baby crocodile to the beam, The 
Innkeeper will chase after (he 
scarpering croc, enabling you to 
grab some Cheese Squigglies from 
the croc's dinner bowl and... 

7 ...Sneak into Largo's room. Grab 
the toupe from the dressing table 



LeChuck's Revenge 





There's 



strange Little 
all over it. 



white bugs 




and leave sharpish before Largo 
turns, up. Toddie off to,.. 

S ...The Laundry ship. Have a that 
to the Men of Low-Moral Fiber™ just 
for the heck of it then try to grab the 
bucket. The MoLMF 1M will get a bit 
stroppy so get a bit stroppy back and 
you'll get the bucket. Time to go 
back to the swamp again... 
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9 ...Scoop up a load of muddy 
swamp water with the butket and 
head back into town... 

10 ...Slip back into Largo's room 
and close the door. Prop the mud- 
filled bucket on top of the door, hide 
behind the dressing screen and wait. 
When Largo enters he r 1l get covered 
in gloop and run off screaming to 
the Laundry. Follow him... 

I ...After a bit of a scene Largo will 
order you to pick up his clothe J. Return 
to hrs room, get the laundry ticket from 
the back of the door, go back (again!) 
to the Laundry and give the ticket to 
Marty. Mmmmm, nice! Time to pay a 
visit to Wally the Cartographer... 

12 ...Grab a sheet of paper from 

the pile on the desk in the fore 
gcjuund. Hang around and when 
Wally puts down his monocle to 
rub his eyes make a tunge and grab 
it. His cries of despair will break 
your heart so leave for the Bar as 
soon as possible... 

13 ...Chat to the barkeeper to kl II 
time until Largo turns up. Largo 
will gob on the wall and leave, V** 
Use the paper to mop up some f 
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MONKEY ISLAND 




LeChuck's Revenge 




NEXT MONTH! The roUickin' adventure continues with the second part of this complete solution! 




HOW TO GET TO THE SECRET BITS 




Here w* are in the bottom left comer of the Hallway. Most of the regular 
doors we're sure you've explored already. Hut what about this on*? Stand 
immediately beneath the door you can see and push up. Zing! A magic door 
appears and leads you through to the crazy world of Behind Tht" Stairs. 
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. JRE COINS 

Here Gomii is presented with a big 
bunch of coins, but no way or reach- 
ing those in th* top half of the 
screen. Jumping won't do it and 
there's no other way into the room. 
The answer"" Find thr Ft«opter! 



IN/OUT 

This, obviously, is the entrance and 
exit to the BehindStairs area, lejd 
ing from the main hall to, well, 
here realty. 




Here, behind the Stair*, Gomez can turn himidf from a poor helpless greasy- 
haired git int* a super-tough cash-rich top f*lia. Remember, for every twen 



gains a new life. So don't regard scooping the coins as a simple points-scor- 
"rcise, cos here, money ceally can help vdu live -forever! 



ROOM OF HEART? 




FEZCOPTER 
ROOM ► 

Aha! -The 
Fezcopter, Take a 
running jump and 
grab the copter, 
then head out of 
this room, up the 
stairs and into the 
More Coins room. 
If you've moved 
fast enough, 
you'll be able to 
get to the top set. 





▲ MONEY STAIRS 

Coins aplenty can be scooped here. Remembtr that every 25 coins means an 
extra heart. 



Thanks to those fine fellows at Ocean we 
can exclusively reveal an entire secret world 
that players may have missed, plus, some 
general advice on becoming the toughest 
Gomez imaginable. 
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If you're the proud owner of one of the finest soccer games to 
emerge this Spring, you'll know only too well that it's also one of the 
toughest. Thank heavens then for the game's programmers, who are 
on hand with a veritable cornucopia of Astounding Athletic Advice... 
"Pass, pass. Always pass. Let the ball do the running for you." 

• Michael Caine in Escape to Victory. 



GENERAL PLAY 

• Wingers not only have more 
chance of covering distance untack- 
led, but they're much better placed 
for setting up goals. So rather than 
blasting down the middle of the 
pitch, run down the wing and cross 
it into the box. 

• When in the box, you don't have 
to shoot immediately. 'You might 
even try to hang around for a bit, in 
the hope that you might get tackled 
and pick up a penalty. 

• If attackers are closing you down 
in your own area, don't try to be a 
hero. Run the ball back to the 
goalie, who can boot it out of dan- 
ger. 

• A good way to deal with an 
opposing player in possession k sim- 
ply to shoulder-barge him away 
from the ball. 

• If you need to catch up with the 
ball quickly, use sliding tackles, one 
dltfr the other, to travel tiflei H '- j ' 
don't slide into the ball, as this will 
kick it away from you. 

• If you get really desperate, you 

can always do a hatchet job on your 
opponent. A free kick will not 
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always be awarded. 

• In defence you should play close 
attention to certain areas, namely 
the areas around the pitch corners 
and the corners of the penalty areas. 
These are potential scoring posi- 
tions. 

• Try to force attackers away from 
the wings and into more central 
positions - the goalie has a much 
better chance of saving a central 
shot. 



TACTICS AMD 
FORMATIONS 

• Against superior opposition or a 
difficult computer team, choose a 
defensive formation with a sweep- 
er such as 5-4-1 or 5-3-2- 

• Against weaker opposition, 
choose attacking formations such as 
4-2-4 or the favourite (known as the 
"whack the opposition" formation) 
1-3-5. 
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1 Your own personal style of play 
should always influence which for- 
mation you pick. If you like to attack 
down the wing and cross the ball in 
from the touchline, choose a forma- 
tion with 4 or 5 men up front such as 
4-2-4 or 2-3-5. If you find it difficult 
to get possession of the ball, choose 
a formation with a strong mid fie Id 
such as a 3-5-2 and 4-4-2. Basically, 
if you're ahead choose a defensive 
formation, if you're behind choose 
an attacking formation. Makes 
sense, doesn't it? 



SCORING COALS 

• Race down the wing and when 
you get near the touchline, cross, it 
and apply aftertouch to swing it 
away from the ooalie and towards 



the heads of any oncoming forwards. 
Then, two quick taps of the fire but- 
ton should make one of the forwards 
do a diving header, knocking the ball 
into the back of the net. 

• When in the penalty box, a gentle 
kick sideways in the front of the goal 
makes the keeper nervous enough to 
dive. Then, simply tap it into the net 
in the second or so it takes him to 
get up again. 

• The corner of the penalty box can 
be used as a guide to scoring an easy 
goal, 'Simply shoot diagonally from 
there with plenty of aftertouch and 
curl it behind the keeper. 

• From corner kicks, vary your use of 
aftertouch. From the left-hand spot, 
for example, use plenty of right- 
hand aftertouch for the initial kick, 
then as the ball nears the goal, sud- 
denly apply plenty of left-hand after- 
touch. With a bit of practice you'll 
find that the ball drops perfectly to 
an attacker. From this position a 
header or overhead kick should 
almost certainly score. 

• For most shots on goal, always follow 
through. There are always plenty of 
rebounds and goalie tip-outs that can 
fall back at your feet for a second 
chance - but only if you're there to take 
it Having played the shot, keep run- 




ning towards the goal so as to be pre- 
pared for any rebound opportunities 

• More ambitious players might I ike 
to try dribbling the ball around the 
goalie. Run across him diagonally 

(but don't get too close, or he'll 
snatch the ball off you) and run the 
ball into the net. 

• You can also curl the ball right 
around the goalie with a direct shot. 
Here's how - run straight towards 
the goal, keeping level with one of 
the goalposts. Exactly as you cross 
into the penalty area, hit the ball 



straight and curl it hard to send it 

swerving out of the keeper's reach 
and into the net. 

• Scoring from a free kick - aim your 
shot slightly away from the goalmouth, 
hit it with maximum power and use 
aftertouch to curl it inside the post. 
Alternatively, aim your shot to one side 
of the keeper and, as he dives, curl it 
away from him in the other direction. 

• From a penalty kick, the best tac- 
tic is to use a single short button-tap 

when the indicator arrow is on the 

right. 
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COOL COYOTE'S 

ARCTIC 

HOMELAND 

You'll discover as soo n as you set pa w 
in this territory that it's very, very slip- 
pery and even a native-born coyote 
can have trou ble standing still on the 
slidy slopes. If you you want to stop 
in a particular place you should jump 
to it and land coming straight down 
- as you have no sideways momentum 
you won't slip about. This is the key 
to climbing icy steps. 

The watchwords here - as with all 
the other lands, in fact - are; Proceed 
With Caution! Don't blunder into 
uncharted territory without at least 
sending a few ice pellets ahead of 
you first. You'll have enough prob- 
lems clambering over the landscape 
without bumping into the baddies all 
the time. Note that, like CC, all other 
walking creatures have trouble climb- 
ing uphill but rocket downhill. It's a 
good idea to find the puppy Or pup- 
pies and keep 'em by your side - it 
slows down your progress but 
increases your chances of survival. 

THE WAV THROUGH... 

PACK THEM BAGS 



Smart! Coding god Andrew Braybrook himself has 
provided these fine playguides to the first two 



Worlds of his corking 
platformer. Who better to cast 
light on the game's dark 





GREEN RUN 

A puppy and another Bone-ul life 

can be found very near the start of 
this level by climbing the icy ledges. 
This being a ski run you can expect 
to be beset by hordes of skiers. Use 
the hidden ke blocks to reach the 
secret warp which flings you straight 
to the Black Run' levei - this'U mean 
you don't have to collect the key but 
you will have to leave a poor little 
puppy behind. S ma rty- pants players 
may want to collect the key, get the 
puppy to safety and then use the 
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BLACK RUN 
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You can leave here with five lives in 
stock if you hunt out the two puppies 
and get 'em both to the exit AND col- 
lect the Bone-us life. Finding the 
bone involves a perilous crossing of 
the Zone of Bouncing Mines - don't 
even think about attempting this 

\ until you've got used to the con- 
trols! 



Basically you have to climb to the 
top to find the exit- If you make a 
small diversion you'll find a puppy, 
Use of snow bombs is advisable 
here as flocks of seagulls await, 
eager to drop exploding snowballs 
on an unsuspecting coyote. (See? 
They're not what you though they 
were!) 



Seagulls and skiers abound here 
so take care! Top up with snow 
bombs from the cloud and rescue 
the puppy from the penguins' 
cave. The exit is guarded by an 
abominable snowman and you'll 
need all the help you can get to 
defeat him. Beware the avalanch- 
es caused by him jumping up and 
down. Reach the invisible secret 
warp by jumping on the hidden 
ice blocks nearby ■ it'll take you 
to a secret level where mastery of 
water-balancing is a must! 



ARCTIC 

HOMELAND'S 

NASTIES 



P ESKIMO 

Hits to freeze: 1. 

Points: 100. 

BADGER 

Hits to freeze: 2. 

Points: 150. 

PENGUIN 

Hits to freeze: 2, 

Points: 150. 

WALRUS 

Hits to freeze: 2. 

Points: 150 
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SEAGULL 

Hits to freeze: 1. 

Points: 400. 

SKIER 

Hits to freeze: 1. 

Points: 500, 

ABOMINABLE 
SNOWMAN 
Hits to freeze: 25. 
Points: 2 MO, 
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Bone-us Life. Scrum- 
de-lum! 

»_* ] Puppy. (The precise 
location is uncertain 
because the puppies 
have a tendency to 

wander!) 

Secret Warp. 
Re member that these 
mM| are invisible! 

& Key Hole. Once 

you've got all the key 
parts then come here! 



SCOTLAND 

The ground isn't so slippery you'll 
be glad to hear but the weather is 
still a problem, with ominous 
thunderclouds lurking all over the 
place ready to lash out with light- 
ning which 'It frazile anything 
unfortunate enough to get in the 
way. 

This land is Steeped in legend 
and myth. Many strange creatures 
live here, hunted mercilessly for 
turning into items of clothing or 
musical instruments. 



THE WAV THROUGH... 

WHIT A BRAWDAV 



THE MOAT 

The underground cavern provides 
you with a good opportunity to 
stock up on special weapons and 
your first chance to get a sonic bark. 
This is particularly useful against the 
shield-bearing bears. Crossing the 
moat requires a bit of deft jumping 
on and off the crocs' snouts - when 
one mouth shuts you know it won't 
open again for a few seconds so 
jump to it! 

CASTLE MACLEAN 
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appearing platforms and sliding 

blocks make CCs life a misery. You 
may find the airbomb helpful... 

If you manage to make it to solid 
ground again, you'll be able to find 
another bone-us life if you look care- 
ful ly enough - as before using the 
hidden ice blocks as steps is the key 
to success here. Keep looking out for 
the haggH Then it's across the por- 
ridge time again on the swinging 
chandeliers. Grab the sonic bark icon 
and use it to yelp your way to safety, 
And if you haven't got all the key 
parts, it's a long way hack! 

RAMPART ROMP 

You can take this quickly or slowly - 

it's up to you. The fast way is very 

cunning - use the hidden ice blocks 

near the starting point to create a 

ladder to the top of the castle. The 

slow way requires a Carl Lewis run 
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There are two mutes through this 
level. One keeps you above ground 
in search of the key and the other 
takes you beneath the earth where 
many treasures can be found. 
Beware the small families of sporrans 
that live inside old tree trunks. The 
pit in the cavern will warp you to 
'The Moat' level sp be careful. Touch 
the weird Sparkl ing star to activate 
an escape route out of the under- 
world then run back left once above 
ground - some new steps will magi- 
cal ly appear leading to treasures a- 
plenty and a puppy! 



Inside out of the rain at last and 
standing in front of a nice warm fire. 
What a shame that it: explodes. Here 
you'll first encounter the rampaging 
haggis - save a sonic bark to deal 
with him then grab the icon by the 
fire to get airbombs. Make sure you 
mop up all the baddies before head- 
ing off to the right because you 
don't want to leave a key part 
behind 

Now comes the Wall of Death, 
with boiling porridge waiting at the 
bottom of the screen to claim the life 
of a clumsy coyote. Magically- 




across yet more porridge to rescue 
another puppy. Of course, you could 
get both the puppy AND the trea- 
sure. Hunt out the warp which leads 
to a treasure room of unimaginable 
proportions. 

Now meet Nessie. She'll quite hap- 
pily let you bounce around on her 
wet skippery coils but look out for 
the poisonous barbs. When you 
reach dry land beware of the sporran 



clan in th e tree who wi 1 1 ta ke adva n- 
tage of a coyote pleased with him- 
self forTinding another Bone-us life. 
There are millions of fish in Loch 
Ness SO don't bother trying to kill 
them all - just make sure you get the 
key part they hold! Deal with with 
the two mice milling about then dive 
underwater through the exitH 



NEXT MONTH! More off the 
same, you lucky devils! 
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Lost in space? Just 
as well Gremlin have 
provided us with 
se excellent hints 
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arine Commanders 




SCAM THE MAN 

A bit of advice about the scanner; 
DON'T use it! Although it's nice to 
know what's waiting for you when 
you enter a room, it also gives the 
■aliens the chance to move in and 
attack you, 

MARCHING 
ORDERS 

It's a good idea to keep your squad 

fairly tight. Stragglers make easy tar- 
gets. However, don't bunch then too 
tightly together. Set off a booby 
trap and, if Lady Luck rolls the dice 
against you, the whole squad could 
be wiped out in one fell swoop, 
The bolter-carrying marine is the 



least effective member of the team 
and is fairly expendable. Use him as 

a scout to open doors and the like. 

BY YOUR 
COMMANDER 

The commander is the naturally the 
hardest geezer in your squad of 
marines, so use hirn wisefy. for a 
start r when tooling him up give him 
a powerfist and a powersword. 
Although this means he can't 
engage in any long-range combat 
because he has no gun or missile 
launcher, it does make him super- 
powerful in hand-to-hand battles 
and when the aliens start a-massing 
this can be a real life saver for all 
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concerned. 

Your commander has six hit 
points and so can afford to lose one. 
Your grunts, however, with their 
measly one hit point, can't. In a big 
firefight with a gang of marauding 
ores or gretchins, place your com- 
mander in between your marines 
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and the aliens to absorb some of the 
shots and protect the boys, 

On retrieval missions, always use 
your commander to pick up the 
object, Give it to a grunt and 
chances are he'll get killed before 
you get off ship. 

Melta bombs are by far the most 
effective one-off weapon available. 
Use it to fry a Dreadnought or any 
other tough cookies encountered. 

TIDY YOUR 

ROOM! 

If you're exploring and you come 
across a bunch of monsters, make sure 
you mop them all up before moving 
on, A feebte little g retch in, left to its 
own devices, can decimate a squad if 
the dice rolls are in its favour. 

In a room packed with aliens use a 
Blind Grenade and, if possible, a Fire 
Order card - this shou Id wipe them out 
in no time at all. This technique is par- 
ticularly handy on Level 2. 

Missile launchers are excellent for 
ma*s alien slayings. If there's a whole 
bunch of them standing together fire 
the missile in between them ■ with 
good aim i ng and I utk on you r side you 
could wipe them all out in one go. 
Remember to usetargetters with mis- 
sile launchers and power guns. 

THE LONE 
WARRIOR 

Even if you're playing a solo game, 
still use the other marine chapters. 
(You don't have to use them if you 
don't want to.) They will help spread 
out the Alien Event cards and keep 
some of the nastier ones off your 
back. 
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GAMES SURGERY 
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APIDVA 
Play Byte 

For a plethora of cheats - infinite 
lives and the like - try typing in the 
following on the title screen: SHOW- 
CREOITS: MISSHOMEYBEE; HASTA- 
LAVISTA; DEPUTYOFLOUE; 

SNEAKPREVIEW Remember to hit 
IRETURN] after each entry! 

JIMMY WHITE'S 
'WHIRLWIND' SNOOKER 
Virgin Games 

Whi le playing on the table, pre** F7 
then F4 and finally Ft. You should 
hear a 'double click' noise. E*it to 
the main menu and select DEMO 
MODE. A new option should have 
appeared: DO A 14? BREAK Select 
this to watch the computer play per- 
fectly! 



PROJECT- X 

Team 17 

Don't get too excited ■ there are still 
no cheats per se for this game. 
However, there are a couple of little 
'wrinkles' that you may be interest- 
ed in. How about this: when you die, 
pilot your new ship, flashing with 
invulnerability, to the bottom of the 
s-creen and you should find yourself 
in an alien-free tunnel! 

And what about this one? Be 
warned that it requires pix el -perfect 
manoeuvring, When you reach the 
first end-of-level guardian, wait for 
it to fire and then fly through its 
open 'jaws' and straight down its 
throat. You should find yourself in a 
Galaxians-style mystery mini-game. 
Kill all the aliens and you will be 
rewarded with three extra lives! 
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Doctor Upchurch is in. Please 
take a seat and wait to be 
called in. Mr Clay, the doctor is 
ready to see you now.,. 

Dear Doctor, 

In The Secret of Monkey Island 
how do you get off the boat on 
Monkey Island? I know you use 
the cannon but I can't find a 
helmet. And what do I do when 
I get on the island? 

Yours faithfully, Robert Clay, 
Quorn, 
It is always unwise for a member of 
the public to attempt a self-diagno- 
sis of their problems. You're half 
right Mr Clay - you do need some 
sort of explosion to blast you onto 
Monkey Island but not one from the 
cannon. Instead, try making some 
'soup' by putting wine, gunpowder, 
cinnamon, mints, ink. Jolly Rogers, 
cereal and even the rubber chicken 
with the pulley in the middle into 
the cooking pot in the kitchen. As 
soon as the final ingredient is added 
the pot will explode and fling you 
onto Monkey Island. And what do 
you do once there? Why, you find 
LeChuck and defeat him, of course. 
I'm a busy man, Mr Clay, so please 
don't waste my time. Next! 

Dear Doctor, 

I bought the excellent Formula 
One Grand Prix when it first 
came out and although I've 
been playing it non-stop for 
weeks ( siill haven't raced in 
the wet yet, even though there 
are wet tyres. A 'friend', who 
owns an ST, has bought it too 
and he says he's raced in the 
wet so why can't I on the 
Amiga, 

Regards, Richard McNally, 
Black ley. 
Might I suggest that you are not 
playing F1GP enough, Mr McNally? 
My fearned colleagues at 
MicroProse assure me that there are 
indeed wet conditions in the Amiga 
version but the chances of them 
appearing are purely random, Keep 
racing and you should see them 
eventually. Please run along now, 
Mr McNally. I have patients with 
REAL problems to see. 

Dear Doctor, 

Do you have a cheat for infi- 
nite lives in Impossamole? 

Yours sincerely, Christopher 
Bradley, Cromford. 
I have a number of cheats -for 
Monty Mote's disappointing come- 
back. Try typing the following on 



the high-score table; 

LUMBAJAK - Double the length of 

Monty's energy bar. 

HEINZ - Gives Monty three energy 

bars. 

ANNFRANK - Tops up low energy. 

OUCHOUCH - Lets Monty walk on 

water! 

COMMANDO - Turns off the time 

Jimit. 

I trust these will be of some help, 

Mr Bradley. Good day to you. 

Dear Doctor, 
Are there any cheats for 
Predator 2? It's driving me mad! 
Yours maddeningly, 
Oliver Wild, Woking. 
Indeed there are cheats for 
Predator 2. Well, one cheat, to be 
precise, Pause the game at any 
time and type in YOU'RE ONE 
UGLY MUTHA (with spaces and the 
apostrophe) for infinite 
everything. Please close the door 
on your way out, Mr Wild, 

Dear Doc. 

Smash TV has been out for 
ages now and still no cheats in 
any of the mags. Please help. 
Yours sincerely, Ben Li I ford, 
Yeovil. 
The reason for the severe Jack of 
cheats for this game is simple: 
there are noRe. Probe Software, 
who wrote thin game, dicf have 
loads in the game but for reasons 
best known to themselves removed 
them all before its release. 
I'm afraid your complaint has no 
cure. I'm so very sorry. Goodbye, 
Mr Lilford and... good luck... 

fThis is the side of the job I can't 
bear. Seeing young gamers cut 
down in, their prime and being 
unable to do anything to help 
makes one despair ». tf it wasn't for 
my... er... J soecial' medicine I don't 
think I'd be able to cope at all Ah, 
the peaceful I ness of obiruion...) 

THE SURGERY IS NOW CLOSED 

If you wish to make an appoint- 
ment to see Dr Upchurch the 
please provide full written 
details of your complaint and 
send them to: Dr David 
Upchurch, Games Surgery, The 
One, Priory Court 30-32 
Farringdon Lane, London ECIR 
3AU. Dr Upchurch regrets that 
he is unavailable to deal with 
problems over the telephone 
because he is far too depressed 
by his moitdlity and the sheer 
futility of existence. 




/'' 




CUT, TICK & POST.... CUT, TICK & POST 



VISA 



Telephone or Fax Hotline 

PD Sift (AF38) 1 Bryant Ave, Southend 



(0702) 466933 

on-Sea, ESSEX, SSI 2YD 
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j" V3*o ElECnoXAXi rt« £.1 'I'lhr UpuMeil uu 
fv fod -In^wnro nEPnlnM -an Hon m Aira* 
jV3M«fl«»rfr^WnIllinvneJ.Na^<i(r0B. 
Powaf FdoAm, fiaolo FalardonorjanvBiiAorlrMlO 
brtl IMvJpii, !>«roe sue ol Hosi^ndWis 
j vs*i »f,l lll^«WU)tl| Af™t»f 
sokcfeoo ul mjSK tool tad Sacliori |Z| 
J Viit HS IKTCH HIU> pel* ta*» cM ID 
nr-p hU-' us* Ipo EEcd Sockv Darno Cinolor 
J VJ4« DUPUCAT1C* * MtKUP • 1 f omraco ol 
loprtis tje orPoooDf;^ [oda<>:op« "com Itorteiopy 
Ji VM^HwiTII ClfrMB 04>4UTOCt .1 lelftlen 
al ubkljos ##1 to* cms ■ mii anl Ft ray Othp OeperolDrs 
J" VS*t uHJHiMOm *4AiHI WAPPii A Wwxil 
Ifil riflnH* rrops nl duoopvrt Innd o^wriLoav lounsi 
wdnh tcr-- De used lit o CW p^ use m o aC*D nun-e 
_U Vs7n04«HAi«5„TlljnES CWeWQP* il !1 
ii-Klt.-! 1 1«e V a : 1- ■ 1*-- >mijy rjdsfcniuslei A 5id Ltijl 

coonris nioia corrirnands la hand Raoornmaod 
j> V)T1 t«)HQM H a 01 111 iv «M ft me O WDg 

jx vS?i FUJ A ruUeD DOTVf WAMAiEMEnfT HI 
HCP1UCK kS.9, A prog/on-' scmcIoi la make Hard 
dst Venn;. 5lijr«s «vf gocJar*! PU pWiJET LjaDy Irr 
r-ork-rmaKesAL!.-.- ■ . mjltc»nT»OL luol rpai 
ccmlines oe Ijnrknrnar. cl pviny sepo' nv n:.-jls 
Jif VfTSHOMI tusXlil PACK WAo H*A«r> 
eolation 01 uOikiK boAod un v*n'n prornssing. Dou 
Iwunu0emerl4.it-:" i-' iinls i ft*lrin 

Jlf VMI PUS. r^tNTHG No 3 . PPJWTM OtrVEPS 
UPCkHVI <JX J. SiXHrJnoi. CJ»on Ellin*. B 11.10. 
a.iui.' I.Ki4p iJtji'4p i"o 'jkT24p Panossni? 
?**:isJ-i.f? ll ft WDt F* jse «tt, Desltei MO 
jk VStl Q» A : MBlxrta won i-pli: an latas toii 0+ 

OOOOl I 2 PliklO 'Words CXrCKOQl JtOr iniiJ-J 

"rrt wnrk-FrTTHPlnir,' nLEnc L s^JPtlrVlFFV rl C 
j« V3»J iCBWDrroll iurt 0, rj» [protetuns 
■ . ■ CKXTORICCrN Ifl.tJ.. Import 
p-.>jes 31 kop] tao 4 C/eale any Arnroa icons 
Ji VSH ELJUCA1H3H f AiTFACTJ, h»e-iinrij r.1.1 
eve/ needed "o krovy obool tw sc4ar sysleni 
rVOAUj hap. pioovet no>wo- HrH .1 „-<in mapi 
fUKTs. 'ST!"- Dontm ul par's aWTrl ipOuMAH 
JI VSAS AKCHVEPi ■ , ■ 
ite IHtrc ioo IHWOrp Put, LZ PKAip- 2op Sops- 
JI VSA6 FONTS AC CDMAUaMDS DOXiAliH. 
•escjfs mr-ouei: am t' l l H. ' ee i..K..seci oAHind 
p*w F0HTA15I0H - ■ its, Ir.nls In t» SVS pati 
jn viV «U0»*T( muti 111 ■-. .*leii«if>nl trus 
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JC VStl TEXT ENGpUi v3 9 Anriewf *uf pAnnl vmh'1 
(xoensor proQiam jc-rje bul Ail do rf-v rob 
ji VStB DATABASE WU This piaf/nir Ml inn 
a< stool Moires 4 £>ddiess tas^' DaKlbGeie prngiom 
JI VStl BAASE i ii 3 'Ins ilrtl fi onp ill fno p-icrtl 
... ; 1* a- j-aknboseprog'crn fietprnrnerij 
J VAD3 FCXX FDKAS-T vl D liMi-Cniil. 11 uK-VJ^iC K 
cf««l|Jc«o»r*rs«ii«nrr^ltip: - 
jViOaPOCOPY vId'.B»iHskcc<i,<«lh«>Tin 
eii.u (.ontnranijs 4 oukI copy roodes buO in IWbl 
ji Vaoi PCD rjHX <1« Olws ma C w VotMM ccOa 
prcoiu-npier u oKOO ur FTP cntualGi iiaveo b use IIWH 
J VfM H*PU HAKIFI it ■*<, »«its fOKOiylef 
•josawro are nc» ±4e*s f^oer soniptes wrr a 50^p*s* 
J VWT HO T1ACBEI ■Jt 1 Wriec 1^1*1 ICiTN)fT»» 
Arotw updolE- b ho Ukmdr sound maVinc onjoiom 
ji ValO SOU S£OHf VI.H m "* rifertw* 
raond iol bicf, staoi r. mnx* jp< ar «l#tt: soon MA 1 
V|>. i-r orJO s^a-opfts (H surft. f iierii'"no«* 
ogarisl par rftrttlr H ar# nff* '^rcrs ejl ilabtelorc' perls 
JIi^T!rClCJTTMUUWAIIJi|3^Tf3«-iiq .'l.i-ll.'- 
'jpdare yo%F taanrs league iHBrtor as he resjte. [one il 
JI V610 ASf-CEi3 3ir..-|.|-AMlf!rt A Ul 
teotuied prjprcro tor eletlut tiiojianal/srs 
ji V631 E[vwd«j rt ,1 1-, -a 1 41-r fenlured A 
: kVorofoieS^ie ^r^l- i;rl».-. i-l 
slnnaard tporuros & Vior n I An OqimhiuI cries 
jWlal C0PHI «U HI iu(T ri i-»/ I - 
MjtJe rxsaes seorcr -^ode4 specul prjujimii copy 1 
JI Viif WQHM *J --riK.-s iHAir h? 5. LHAirn 
vIM Jjom .i *i ijMi .' Si, nrs . ' 1 inASTx vl il 
JI" V4M7 DPAIHT FCjtHTS Me I Vl (A) Inr- Inlnsl 
!Hn 'iim 'ijf\ Vr '.ise \^fl- ui'v P"i" CiTF' Pnjj-uir 
jt VS30 AMEASH Bom ally Arrucar, msJ loops 

*<Kkol^3ji lii.i-i.ijfrri. jM'ff-jj- ;ji;LO.f01'P J rj' r ir, 

sufr- os L>oc I dabrs Chaqjas Wlrtrlia^ls 
. vnJ 1 IMA (MtAATOt PACKAtM >1 M IB*'.' r, 
a CL-A colour HUM-PC Bmulalai wrnllfln to run 00 any 
AlTfjO TNS riu demtrsllfjfiOfi utrSJOO w*h (J |me 
imFal 'i irr nolo Iht sr«r«war« casl 11 L'jSJU 

JI V»»»kAMiMAM|;**PArWM(..l , '..illr ( 

10 law sciRom n A oul lAIPIITfTErV, nt dspkry 

11 i<.i..n-, TlJPJKllTnTlJL .-..I KHi'tutjillei 

Jl VA37TWH EJtPlrEU ll.la |!| Incos coy l«>dMKl 
*um UO ArnVlO ur njAMK. e> -Lonnetlfv *e 2 mOi-»fl« rn 
getrv wii a nul modam curia Gsoad rota I' ITCH 
ji v»J* UAfIKH PLDI e9.« The - rBHHT ULfuk- 
km a ::rnpMtr new sal ul uWies A WB rap4K*maol 
jl VfrAfj PAflEf-TPfA*! FCWTPACj! H V* %>■■-. 
farrs tor jn «* PDor*«»n r> oPsy DrPF^icEnciVs A 

JI Vo4S UECHT vSo^ .".i "I -\:' H.>jr -aiF-Ih-iii- 

nwdes Opine ' lelp oieochiyode Splii woroavfs, 
cowAurxaa unooAcfrvf rry.-iifl^ln!ionrdli*iliircs 
jivo*sJi&,iaiiiJwWAlJ« J >ai.u-i|».Md 
iv yonous cpwcuris iro basis prGbrrly PurHa [ap*r 
JI Vo-CT r5fC>FoupF,r<.H Maf.Ii i Sei^XiO ^ 
Ha tks to- hove been pmcatio n CU Ajrruo 
J VB+t TITAHC5 fJfJNCmR vl « Cjuvn* ilh 
t»p 4 wrwjs proiet' mKes ec<l jdes speed sharaes 

JI V44? IVF A SPELL CHtCKlKO A Ccjlacifln al 
jiLiei PPyl*. . - yji>--ile4jb 

tiay cri» kadad SIJHIQPEavl I. smjjCMCKEt 
ilJ.TTJfTlU. .11' ...-..,- ■- S£kAM*uH »d ' 
JH VAM CrIltirjpOOir, 4£c0iJrFT»tflT nil 
■nnnnoa vc^-r bam nr ca jcr .v Ih nosv vary good 
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Tors, is *"* W^i .rn^Lilei nrtL In -IniekJhcnw 743 
hi'i.s4 mcv be- rr^r* tnckoeseiLefeol tilers 

\i<itj»e i*c •* y lar* «vi ■ vi m a vt m.s*. 

J* V45S PAUlTnoUM FONT PACK 1 A SBtyJico cl 

'■■ 
J VASJ PC TAJK ■ . •■ w.vac t/t V, LrojrKw t 
uNjws vtx 10 <ji ra> in^uni cr fM solfwore v>rh nn 
ctvtotra -n-amm :(X.:ctaj- PEWVHB»N 
jk v*sf C'TJrwvriii m*a»rOirif:) v* 1 - "hi^i 

prOti^rr. viilfi rtu' I'llfnci.llwlTpmvynollMl 

jx v**a hoaae v*nM>» r-, x .. .j rjradri men 
iskvrtti i-i -r.e'i* v r d.-ivmase i "is dn itsl 
jjr vui womluno vttTn niijv; sou >-i email 
.In nhr^-isvuPhauriisirHj rio.f. v A2vP|avi Loads 
SnAprStf^. Turbo aivei 4 more FihpkjIs AVUMC 
TVvliH k\ II r-tf^Ys^iyrrlKKWe orw two p*crur*s 

j vhj dcdpt »d nmmuumL >oj can 

sew ine ^pteo n< rtie dsk dnv* -rorH' rondos. Dos. 
H-btooy '.■e' A salacnpy Luods ol ofher leases 

Ji VAAi rAOMUJryf: DA.KT1 kmi cwar JD vaclcr 
rbt«ls>-«nojelo->jl ^lei.1 Irr use •• LM« Via 

JI VAAT ITAJt TUSK OAJECTS, I ".vj PS IPC USS 
L|h.(jhI HCC WHO A D laieflbl CAla PiXSCrU] Cos 
ji' WMI PPJOOiXTlvrrr t BUSltaQS Hock flnavsrs 

|i..j::i' HJWTCjB :--j «4 «T «ir': r- smnv 

JK VH1 CILLULM A.UTOMA 

«,ll jlu*- ,1.1 I: '■■ 

Jl' ¥*70 UVMCrrDS FON<T> 1-7 ^f rskahro <vl 

isrs Vi' .ST *1 h C^ ■ • . ■■ 7 ■ 

JI VATT ANTJvlC4Di VKMO BACK GPCXWDS 

■:i.Lgi 1 i-.l C'li. 1-^11: *F Fi.in-inl 
JK VAT* MAW MAP 1*0 {TJ v»l rry*.rjereK*e ony 
In tcJcir p<h«e ywh usei ; j'l-i' Ift. *!»>» ncMe 
Ijfgef mops wr nohvyil n>.r.acnes r~piOH*d Palp ond 
pnrrr-o 2ri't llwa .ervjr '.";(>! l'!*sb^rM-j 
,J V«AB QPTWIini m.a ma kilesl v«sion o) lr» 
Elsk Optrmer Pe-C-eoles Disks Vr loslc lc> id>g 
ji VA*I CVAME TAAiE* . 1 I : 'rtv r. Pckl cf Ihnl r-..lio 
liaid rjamr >. - a n . inv-lurner lit 
JI UA*5 DCKUD -.2 05 I I4PTJ A AKl Irtlni la uu 
wrfi vooi r^pTMo 5 scflyvTTB ahareware II 5 

J VOJ IUPW lOCIt vl «T ; *::l -,. . ' If,.'. Hold 

ah. (is lar tour eves onv PtdIbcIs »vlh a ^asssvuid 
jk vt«i nam fjuw a colKtofi m vMa*t rosea 
oicLrd the sobtacl teors laSoyrjciei Ldlui nlO for* 

:lii:*.'M vl 11 Vfclrvfnrf .1 3 ^fll r-"iT h ? S A IKllfl 

JK VMS ASTPO pm> as™x»t HI* te;J 

A^volnrjy -f :'Kiri->Ti -rn Itio Ar^nsg by far 

JK VM* WAFIDOAyl It FftS 1. 

ne^ifile win <V drtts AAorhnspingrdm nnsboon 

rvsVUled -y>r n- . odd BArl Dltkj 

ji VA*T flDtOrVWES ■■ iCIccInn ullFl Uiushrs 

;■ i-j'n-i nil- \ 
JK VA*I ViMMdK P»«s vl Ki ■ • mm 

■ 
JI VA*o »VALT DI5HIV CUP Aln : 

m »QfK>vs nrtooj Fims 

JK V*W IWTBKBfPlCH VI 0* UlHjTlt I J: 

" e pinginms Ksor shculd horf Iwon vfith 
■ .-se poywrn_4 ijA*l*5 late lul jdvertoge u-i 
1 1 0*1*>S itijr nrp ovfjkiliJ* ri VAs? 

JK VAf 1 PACE HATEC rl.A An sxrleol oicrira-n lor 

people w'- -"I :" - 

JI' V»3 HAlJsJiQOlM VHJEO AHT A tOttt MMJ 

nrciher vdeo p-urJLr.'H"i4Hjr.k> 1 jiuijni>si-i . ■ 
ji V»ti POST 01.7 An rx.'rtepl FHisfccr pi rier 
meleil-ji lneAm>ou'flrl'iinr^nk!frii^j t lheno>3c« 
onc/joofl Feqi.eos .311. A CanVunyl J., li-uaii 
j«"v»*» AfJUPW VJ S-rtJi IW work!-. --ie.il 
jVnoya prcygynrn In drcsvi Bar loo. Area AKn-cryorts 
Lr raAorTA in pferseflklPon6 In a i.^ey-r.-eno*y -m^ 
ji VJ00 >Eijh CHK< fpUJBl H dasijnad In late 
tiecrireou' ukhe<Linij plonikr jHnnnali'BK 
ji V7B1 STRATA vl.lh Mnro is .1 ondscope qerer 

ClL.-g Li ..ijj-dn". t ill* w^ fnihliy ill lUVT. Y.'ill OOp 

dnnlo iior orv postior. ayih orry- rTKHjprktfioii 
JI V7D1 EAST ULHOS FOt EASf AAtKJS 'pa s Ihc 
trsl Ljpdale loi Eras, ■ -~ j jn-i f criy A 

JJ V7M AntOS UPtJATEt DISK vl 34 ' 
O moyrr Uiil : " "- '"■■■ ' ■" ■"[W. yonconpflvi 

deuliy i^jdcFfl a varsuo ol AWOa rskAod rr a hard^at 

JKV7f>*IU>AMCvAA**Vi»vl)>l '.,:,■ ■ 

sorord Puoac Oomcm ArVVCr^ CcrriciLer Jodnle 
JK y«a l*» vl Jl ArXI** (.((III" g|». 

JK v .'1: ) KKUaJll Cka> AJrT Hi ' - 1 in nl 
crjosplBSats naw irnlarila dp ptluias for Pro Drcm 

- V7T0 aAbjjji yirTO*iAj 
AraftJi scripts A sarnpla prngs Also- AfrLV Librorp 
jk vni IMH Corfoms e wrin-ij dejiwi al iV.pn. A 
UMi vtorkolHLfl W<Ti' n SkS-sirri 1 -il campotoblB 
JKvni PfHrnui IH> bcAbn pniSHrTl Im- 
^HidefC A l-k"Hrt Qlr*e Ur50/1 Vi svn rtiiw ?WT. RR!a 
JK V713 COPMHfJftKPuMt Ccr-lui'is fcLprrl 
siyle h;:fii( S v r» 1 n r r f50lnf es hir i^n lAfrP i'iH 7 on 4 
A desllpp pudlsrinq apu-or v>r*jo prctKls 
JI VT14 34- ATT '' ■■ k!nnd74 <rMch ill Civs inn 
V) prnal tousrer gereraled i*-to onffti Aly. nil ; ft 
<rHirtrrpii kartV/ vs^-i'iridaftsroodatrBlcrnial 

JK V7T5 THE COMPUTE BIBLE . , lh fyt epln haj pi 
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issr-3 1. <■; ■ it" HliujT . ■ . 1 od oftfn rowel 

IJf ATlO EFfTEPMCES. .,.•.- 
HCC 1701 -A. nvs ,i«» ongro Aninjion 
jj(aTi7 the twok mcc-iito ncri&neKC 

IWJI-A FnurtVA. yVlEHSCH POoOTK 

jji 411* ivyflK-t. .- •■ rate IIAC i>f9F ■■ "CC 

1701 A Eyssaypyiaa - . ^JB9Gfosom 

J* ATM Af>Meu4<lMiHO vf Siti - oftOA 

F>nm- f ~tjtf rt^elicmal 1 :■ - Tier 

JK AT13 STMT fptk FUH «*»JIUVfP. i':C-lo*0 

Fk ::,ei A 1, npim.ilor niurallari ;l.isf.i 

jk ATM Tad PA0HP, --.'-- iv:r. tteOFPiefr. 

Ap<t, : iI ,:,- i-nrr V.1- T'el IQJ4fK>**T 

JK AT)4 LUvptfl tf*it Or-Ki, Mmonon 

PCCKHCv. .i'lrmniTim dor Irak ATTACK WOOF 

end oi Pie- >:->ji (-in r ulljiL r«de 

JJT IDAd STA* TREK THE FATJ7 GEHERATKIN. ' 

game sbyTemyA rAclnlusi- ; 

^W*ll>aJiJILlliyL6TESTA«-MK.B| L:nrr*l? v 

■ 
■ JT 1-123 iTABTREKTIalNEKT 5EmBAHOH '' 
rrwialesajiriarrebcoecan'tie'.r ,. ;}■ 

J 25D1 ' STM IREK 
Jr-i*-' y .-' IMh -. f 

J 15CJ ■ ■ 5TAPTREK •arr* tj>- Lrc 6usla>san 
U5 •neori requues 1** (■ Of osk-s 

JK V347 VAII Tailt rHFQ«!W*"irjr. 

mi He .gro sre«i vary Dtraleo 
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JK "PT*l 3 rt#4 I KT F#JU4LJ¥iec II 4. ILTPT imOl 

JK MAS THE t-l* tmU *Lni*6 ATTACK PAW 
JI IryD* •»*>> AOXtSSOP, SOVIET SOFT LjVaHG. 
I1UA1H KMH* '■•■ee "i*' |Vob| .-.-< - s 
JI 1700 1ME AHT1- LtMMIttS "■■<- 111 1Mb 
JK 171)1 TUt 0*l*Mrj OJWI '■'«■'■ * inns 

JK -143 JMLrftli COCK in rvaiun (Mti 
JI 'ISC' JbTI WfJUl .'. TiajViHAL- - i- WIU| 
JK S411 AOrUlTT 40 IriOtrr L'S> iWtf 
JKIJWI THE VIETNAJyl COWUCT A"^na: cr ruths 



JI 5131 TW L3ULF MOT COW UCT HMO- 

JK 2101 AMT *T Tyal iyirj-li* II !*i I*** Only 

JI J3I1 AMY vl THE VyALKf.FI II -JV 1Mb 

jK 21 li Jtw- 1 1 rht HAcN I3| IA* 

JI JJH7 LAjyvDU*FJvH AHIM iTFAfai 

JK 2*)D im*** A HL**l:POOO II ,'n HO HAiftl 

jk 3474 aJUlWST ' l'i.rlj.-frs Amy tie sqjrro 

JK 2*71 BATMAN AlHl VTCK COP/TIIT n«AtH 

JK 3*7* «fJW TO B*. rt.~- iri fun rlc n wmT Vary 

Linn. ArimolKn by rue ^OYAnrii 

JK 1*77 tMHWtta Znic m Amy rr* squmal 

.'.iikinj AUTfJOGS a vny Pic iqunel Warnpa 

JK J+T* i^JSKiJarTlniO 3*1* - 

w* =a»» iKoar corn AorWg Humi Des*,, trts 

JK l*t* IK K»t»iJUFrrtt« /n-iniiiironuaas) 

JK' I3O0 THE SKlf DBIVE -- ■'.:!. . ilMbl 
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J ncr* itrros cspjoraAL ■■ - is in/- -■ Cn-s' -jaipx-mp 
•■ ii-«er acme AQdIIH 

ik 1430 BUBS INs * + e tav .' Ptosw lelrs game 
JK MM M M * AAli Or mi*rr Ail, i-kic ufme 

IK 14*4 SCHJTUH A SOUTAIS PJOTT *A re acmE. 
JK 15*1 Ttirffri "l-c \il-e tM*1 iWPfKi nl Irw.s on Hin 
Amrgo eft I cioycr l placer 4 j Fvjyci cpi^-.s 
JK T>»MnPCO* ""! r.«K»J.| Anorhor ,-JJ 
rlnssf lr.'. is *nr-.r cnjKicssiccjn:pr.lei ijvie 
ji.ra?LIJvViAT»i>jciaJ»ir JiK>H»y J44l**lii«af 
Rr.hTri 'lull A Ap fccalanl piDdL<%DP ShorK>olul 
JK 17** 1« MWt I Ine C*y>nnl F-emembar rum old 
Nn *.',*■ -rtiil a ruv. 00 ire Amoa ihe ii>x:i BM ufl 
JK lt>b*iT<Ki(. "'I., -.'l-i- :,hii vas.iri La dale 
DOMIHOS. 1 In. a tha -orrpijier ur ancAner plover 
j*l°"PO*i POM iXa#4B ^-(iji 0Vj»n Iheirtum-ri] 
»trO wof I n. pasnK ai Pis Oparol nc- iVolSpo noma 
J 2B1* JET4UN Oix'hf . Stie-.l'Uii- OCaaK tf.'rrtJieO kl 
i'ih i-i:» 1 1 :i v ie(S m apti mi ihe cuqrd sounds 
JK 20l'2 SEA. UKFfCI 'I . I: I BrBervKt lyiie till} 
uvciJ UUfrSP vr lh 11 111 A n^i J11 PD cctlocfcon 
JK 20S4 A TK ATAt A 'endrMo ol rl-rj uui > 

fun rcrinuali ri.iphi. Vcjif-cfJvFryijrc- 
JK 21H BATTLE OF BMlAM WAIT OAAM 2 Sluareijv 

-. it. r«*i^ I.U.1FH ff-.-iugO V* 
JKI1A4 tfJ^OeOHOHtVUlOi This i> lifted 

lyii-s hiHc dornoai lyp* gome 
j 2173 ^^TT rr'riVTi. "irr iir:l MflaMMHl 

. :ein. lung, Pnlstooa A Hoorrs 
JK 2lf A SJjarvivOAl J .(' : i-.e uuseulu.lVeV'eij-iiiie 
mils rhe nltfrsrharra "-lic-rc^ni.rtul crdphns 
JK SlBO WatM CMUapMC On asaajb d A nki.e. 
. ■ e ywilpn -p Anas emple but ococ lun 
JK 21t* iuUUuiMljrri JO01T v»j one ftWifl *«n 10 
BOrfi .". -.',' IoAb Hib lioiGcri-le lico- Fne npiei riaycr 
JK S3M tTUINK CLA*A|S. Eleinm Bdme Lords nl 
Hosts. In nnuonshrrf: 4nF.c*lief I :i^«riop ir pcrrwjb 
JK l«l AAlNCi 0*W1 Jl -id rrw (mkj Mind ^amiis la 
thdlenge your mmd pd ywjr shccrsnii sIvAs 
J 1314 IWCKeQ OF 1ME WAJttOCK i. Bads 001 .' 
Eye- cl n» (!eorj4dei advertuie ipKO* pocfcei- 
' lytngqorrtf 

triov-iti 

r *Ofeii I** 
jlai-aDnie 

jk 2371 CAPO SHAKP , ,-HiYi'. ik^.si.v>.ily nrascriwi 
ipiarknr irl snllare ajpe cam Domes Ltrelleri 'rtrewns 
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Tht USA map shows all the major 
cities where races are taking place 
(indicated by *tars). There are XX 
regular races, each with an entrance 
fee and a priw, ranging from small 
fry (about a thousand dollars) to the 

big paydays (JO grand or more). You 
can only enter a race if you can 
afford the fee ■ initially only OM or 
two races are available, but as you 

start to win cash you can enter the 
bigger events. Race detail*, such as 
prize money, weather conditions, 
contestants and police presence, can 
be viewed before entering so you 
know what you're getting Into. 
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Those bloody Lotus games 
have got a lot to answer for. 
The resurgence gf arcade-style 
racing games for one thing. Don't 
get me wrong, I'm as much a boy 
racer as the next mart ■ but enough 
is enough, and it does get very 
tedious and depressing when you re 
continually swamped by umpteen 
unoriginal and generally sub-stan- 
dard "tributes" to the Gremlin clas- 
sic. At least this latest effort from 
Titus has a slightly better excuse 
than most, what with it being the 
third installment in the Crazy Cars 
series ■ one that dates right back to 
the dawn of the Amiga as a games 
machine, and one that has been sur- 
prisingly popular, given that the 
games were, not to put too fine a 
point on it, rubbish, 

In Crazy Cars III, the player takes 
part in a series of illegal Cannon ball 
Run-style races around the USA. 
Encased inside a gleaming Lam- 
borghini Diablo sports turbo, your 
object is to pick up the whopping 
cash prizes on offer for crossing the 
finish lines first and advance th rough 
the league of drivers to the top of 
the first division. Standing in your 
way are a motley crew of other 
drivers also vying for the top spot 
and the fine men and women of the 
United States Highway Patrol, The 
question you've got to ask yourself 
is... do you feel lucky? Well, do you? 

(Right) There are three four basic 

types of race - daytime, night-time, 

in rain and in the mow Night racing 
isn't so tough, at cart are easily 
spotted by their tail lights, but the 
rain and, in particular, the snow 
races ere reel killers because the 
car is a wretch to control in the 
slippery conditions. 




Can the third game in Titus' "popular" racing trilogy finally make 
amends for the awfulness of the first two? Gary Whitta hopes so.. 
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Regard test of your league position, 
all you have to do to advance to the 
next division is amass 50,000 dollars. 
This buys you three attempts at the 
well-tricky divisional challenge, 
where you've gat to race down the 
road at night, weaving in between 
giant articulated lorries driving both 
ways down the road, Don't think you 
can cheat by staying in the middle of 
the two lanes - doing so is like driv- 
ing through two feet of treacle. 
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Depending or where you're racing, you may be hounded by the poltce for 
speeding. The kojaks wait by the roadside with their radar guns with orders 
to purtue anyone they catch breaking the 160 spaed limit. Actually, everyone 
breaks the speed limit, so what they do is go after the fastest car. If you're 
doing well, chance? are this will be you. Once the Cop* (they always hunt in 
pair*) get 4 fix on you, they try to bump you off the road, not giving up until 
you're finally forced to pult over. Doing so putt you out of the rate- and costs 
you a fine, so a far better policy is to try to outrun them. It's possible to do it 
(although very tricky), with the volume of the sirens in the background indi- 
cating how ciose they are. 

Between races, you can spend your 
prize money in the oarage, customis- 
ing your car with a wide variety of 
equipment. There are the customary 
better-grip tyres, faster engines, six- 
Speed gearboxes and a very nifty 

turboboost that, while very expen- 
sive, can mean the difference 
between winning and losing by pro- 
pelling the car at nearly 440 miles 
per hour! Perpetual law-breakers 
may also like to buy th« radar sensor 
(which gives -advances warning of any police traps) or, even more effective, a 
radar jammer that renders you undetectable to the Kojaks wkh Kodaks! 




(Left I If you enter a race where One or more 
Of the other league drivers will he taking 
part, you can make things more interesting 
by having a few bets on the side. Winner 
takes all, with each driver putting up a stake, 
then up ping it until everyone decides it's 
enough. 6iq gamblers can actually win more 

from these side bets than they can from the 
official priie money. The amount that each 
driver bets is a good indicator of their confi- 
dence; if someone puts up a huge load of 
cash, he obviously fancies his chances and 
isn't to he meddled with - unless of course 
you fancy yours mot *, 
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Let's make no bones about it - Crazy 
Cars and Crazy Cars II were both pitiful. 
Slow, unresponsive, ugly and generally 
just godawful all round. Which is 
why it's all the more surprising 

to see that the third game, 

coming from the same 

producers as the previous 

two, is so good. Yes, we kid 
you not. It's patently clear, 
after the first few minutes of 
play, that our friends across the 
Channel have learned a few 
things from games like Lotus and 
Jaguar over the last year or so - and 
after a couple more hours, it becomes 
apparent that they've got a few tricks 
to teach them in return. The basic rac- 
ing action, so far as speed, Control and 
feel is concerned, is very similar to the 
Gremlin and Core classics - it's very 
fast, very responsive and, when things 
get tense, deeply involving- But what 
really makes Crazy Cars III shine is 
twofold - firstly, the "racing for cash" 
system of using prize money to cus- 
tomise the car and advance through the 
divisions works superbly - it adds an 
extra dimension to the game's progressive element and allows 
you to make your own decisions about what races you run 
and why. Secondly, the police are excellent - far from being 
just a graphical frill, they genuinely make the racing a hell of a 
tot more exciting. It's like playing Chase HQ in reverse, with 
you as the pursuee. There are plenty of other nice hits that I 
could spin on about, so I will. I like it when you get echoes on 
the sounds inside tunnels. I like it when you can see the back- 
ground graphics getting closer as you near your destination. I 
like it that you're not punished too much for going off the 
road. In short, I likt It. Crazy Cars III is quite simply very, very 
good indeed. As good as Lotus. Better than Jaguar. Any race 
fan should not hesitate to buy it. Got it? 
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Before play, pick your team from Liverpool's all-star 20-nvan squad. Clicking on one ot the players' touched-up digh 
tised fizzogs brings up a bigger touched up digitised fizzog. along with his strength, stamina and team status, 
That's all you really need! to know so far as the game's concerned, but if you're a Liverpool fan, you Can bring up a 
screen of text about the player's background. But then, if you're a Liverpool fan you probably already know what- 
ever it's got to tell you. Bloody helL hold on a minute! Barnesy's not injured! Must be a bug. 
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Kop this! Gary Vtfhitta runs out onto the 
park one last time (please!) to survey the 
latest in a long line of summer soccer sims. 
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The match action is very similar to that seen last month in Rage's Striker. 
The scale and 3D angling of the pitch view is much the same, although it's 
not quit* as fast (Phew! • whiplash-stricken Striker players), The control 
mod* if traditional ■ the ball Sticks to your foot for most dribbling moves, 

but will wander off if your* too ambitious. You tan simply boot the bait In 
the direction you're facing {perhaps applying a little aftertouch along the 
way), or alternatively perform an elaborate Joystick move that pastes 
the ball to your nearest team-mate, 



Come on you reds! Phew, what 
about Liverpool, eh? If I've said it 
once, I've said it a thousand 
times... 

I give up. After writing over half a 
dozen intros to soccer games in the last 
couple of months, I'm running on 
empty. So stuff the lot of you, I'm not 
even going to bother to construct enter- 
taining paragraphs for you to read, all 
you 're getting are the bare facts, Of we 
go then. 

Liverpool: The Computer Game is 
based around the famous team of the 
same name (don't go looking for a team 
called Liverpool: The Computer Game in 
the leagues because they're isn't one). 
It's a 3D arcade game a bit like Striker. 
All your favourite Anfreld heroes are in 
it- And-, the rest is in the captions,. So 
go and read them. 




Practice makes perfect, so Liverpool 
offers players the opportunity to 
get out onto the pitch without the 
hassle of an opposing team for a 
trial kickabout. This is best used for 
perfecting your passing techniques 
and trying out ways to get the ball 
past the keeper, Ai in the main 
games, th* pitch type I* generated 
randomly, so you tan get used to a 
variety of surface conditions. 



-* — 




R E V I E 







£25.99 Out Now 



Joyit" lr 



tSHPIIES 



You can, of course, tackle the opposition with a good old-fashioned slide, 
but you'd be well advised not to 90 in guns blazing t«c often. The referee 
hardly ever misses « dirty trick and, in my playing experience, hardly ever 
fails to book a player for his misdemeanour, Yellow and red cards crop up 
with alarming regularity, making early baths an all-ton-realistie proposi- 
tion for many players. Red cards are seriously bad news, as they bar 
sent-dfl player for the next two games, S ^T 
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Having picked your team, you need 
to tell them where to go. After 
selecting a formation from the three 
available (4-2-4, 4-3-3 or 5-3-2), you 
place *ach of the ten players (it's 
sensibly assumed that the goalkeep- 
er goes in the goal) in the ten posi- 
tional slots provided. No doubt this 

section will lead to some top argu- 
ments about who should go where 
("Eh no, behave! flushie's a top tar- 
get man you divvy!". "Calm down! 
Barnesey's sound!". "I'll call the 
bizzit'-, if you don't play Molhy" and 
so on}. 
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(Above) Starting near the bottom of Division One, it's up to you to Dalgtish 
your way to the top. If you choose the full season, you can have a shot at the 

double by picking up the FA cup and finishing top Of the table. Less 
ambitious players can elect to take part in the FA cup tournament only. 



THE VERDICT 

trie face of it, Liverpool nas 
everything a footy fan could want. 
Fast-moving action, aftertouch, 
league and cup competitions, the 
real players... Unfortunately, how- 
ever, the game's specifications on 
paper are a lot better than the 
reality- Liverpool s offers from lots 
of problems that conspire to make 
the whole thing look and feel 
amateurish. Given the game's 3D 
viewpoint, comparisons with the 
similar-looking Striker are 
inevitable. The action is (thankful- 
ly) slower than Rage's effort, rang- 
ing from ideai on the dry pitches 
to j u st - to o- s I o w -and - q u i te-an n oy - 
ing on the wet ones. There's little 
to choose between them in control 
terms, although I'd say Striker has 
the edge when it comes to co-ordi- 
nated play. Liverpool has a passing 
system that is just too tricky for it 
to work - 50% of the time, you 
accidentally kick or chip the ball 
when you mean to pass it and It's 
annoying. The temptation is sim- 
ply to boot the ball and run after it 
but more often than not this 
results in chaos. It's like playing 

pin ball on a football 

pitch and it's not a 

great deal of fun. The 

player sprites and ani- 
mation are poor, by 

the way - they may be 

large, but they run 

like the good Bill and 

Ted robots out of 

Bogus Journey- Oh, 

and all the players 
look the same too, so Barnes is 
now a white man and Molby has 

jet black hair. The referee Is far too harsh as well, dish- 
ing out cards like he's got a pack of 'em. Basically 
Liverpool is a classic example of the programmers 
concentrating on the wrong things - In this case, writing 
down little player biogs and having animated indicator 
arrows on the players, rather than coming up with an 
Instinctive control system and intelligent computer play- 
ers. Without those two things any football game is 
stuffed, and Liverpool is a particularly sorrowful example 
of this because it NEARLY gets It right, but falls down 
because of several sloppy mistakes. Grands lam's game 
could have been as great as the team It's based on, but 
instead it comes across as just above average. Maybe 
Tranmere Rovers would have been a better licence 
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If you'vv got a pal. why not dr.ig him round to your pad for a spot of 
two-player Tetris action? For simultaneous partner play, the pit is 
Widened from 10 squares to 16 to accomodate two seti of shapes (one 
for each player) descending at the same tim«. Whether you choose to 
play the Com peteti *e or Co operative game, the idea is still the same - l« 
get rid of All the gaps in the rubble The only difference b«ween the two 
is that, In competetiwe play, players try to outdo each other to get the 
biggest Scupp by slotting their shapes in first, There's alio a mull-modem 
link option where each player get* a pit each and rubble cleared from 
one player's pit is transferred to the bottom of his opponents, it's fust 
like the Gameboy link game, basically. 




At last! It's the official sequel to one of 
the best games ewer created! But is it as 
Super as it claims? 
Well... almost, says Gary Whitta. 
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s both an Amiga owner 
and Tetris devotee, I am all 
^too familiar with the hor- 
rendously raw deal that Com- 
modore-owning tens of the Russian 
classic have been getting oyer the 
year?. There simply isn't a decent 
official version available for the 
machine In fact there's only ever 
been one - the original Mirrorsoft 
version {now de-listed) which is, as 



any afficionado will tell you, what 
is known in the trade as Complete 
Crap. Is it any wonder that fans of 
the game (and there are a few} 
have to seek solace in the vastly- 
superior unoffical Public Domain 
and Gameboy versions? 

But now there's a new guy in 
town. Spectrum Holobyte, usually 
better known for high-brow flight 
simulations like the Falcon series, 
has turned up with Super Tetris, the 
latest in a long line (counting unof- 
ficial "tributes") of so-called defini- 
tive versions of the classic puzzler. 
Played out amid a myriad of attrac- 
tive backdrops based on the 
Moscow State Circus (the Russian 
theme has at least been retained). 
the game is effectively the same old 
story, albeit with an interesting 
new twist on the rules and more 
options than you could shake a 
stick at. So, without further ado.., 

Bombs are the most drastic game- 
play addition; when A line is com- 
pleted, the next shape to arrive 
turns into a cluster of bombs, 
which can be moved and rotated as 
usual. They blow up any blocks that 
they land on, allowing the player to 
get rid of troublesome bricks. 
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Some of th# brick* in the pit are more than just bricks. There are Special 
block-si led. "treasure" irons that, when blown up or removed as part of a 
l«ni\ can do nice things. There are seven types in J II, and Home ar* more help- 
ful than others. The bog-standard bonuses are numbered squares that award 
th« player five, ten or fifteen extra shapes (you Start with fifty, and the game 
is over if you run out), while more interesting ones provide goodies such as 
extra bomb clusters, special shapes and bubbles that rise up through the pit, 
filling in gaps as they go. 
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(Left) Look at all those lowly options! From 
this -title screen the player can pick a diffi- 
culty ievel from 1 to 10, select a game style 
from the 7 available, load a previously 
saved game (you can Store your position at 
any time during play, turn the next-piece 
indicator off (you don't realise how much 
yciu rely on this until it's gone) and fiddle 

with control modes, How quaint. 
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You'd think that with a game concept 
as pure and perfect as Tetris, it'd be 
virtually impossible to do a really bad 
version. Unfortunately this 
philosophy has been proved wrong 
time after time, first by the official 
Mirrorsoft version, then by a string of 
sloppy "tributes". Super Tetris, how- 
ever, ranks as one of the more 
successful interpretations of the clas- 
sic dextral puzzler. Though the devel- 
opers have taken the bold (and some 
might feel dodgy) step of fiddling 
with the basic gameplay r the new 
game is no less addictive or challeng- 
ing than the original. It Isn't any bet- 
ter, but it certainly isn't any worse. 
It's debatable whether the new fea- 
tures add to or detract from the 
gameplay, but for my money it's a bit 
of both. The treasure icons work well 
by giving you something extra to aim 
for and think about, but the bombs 
don't. They would have, had they 
appeared slightly Jess frequently, but 
with them turning up EVERY time 
you get rid of a line, they tend to 
hold up the game's natural flow and, 
after a while, get on the nerves. I'm no fan of the two-play- 
er options either. With two sets of blocks in the same pit, all 
you ever do is get in each other's way - and would someone 
like to tell me why, with a game that only uses half of the 
screen area, you can only have the dual-pit head-to-head 
game by linking two machines together? Why not just put 
the other pit on the same screen in the redundant space, for 
heaven's sake? Sloppiness like this annoys the hell out of 
me, and the final mark has suffered accordingly. 
Nevertheless. Super Tetris is the best official version of the 
game - although I'm not sure if many people will be 
prepared to fork out £30 for it when so many comparable 
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D versions are available at a fraction of the price. 
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Jetsurf ing (we tail it jetskiing over 
here) is the most conventional of the 
game'i events - it's basically an 
against-the-clock JO ra« ov*r water. 
After selecting your jet hike (the 
faster and more powerful the model, 
th* trickier it is to control), time limit 
and court* from the varied selection 
available, it's out onto the open 
water for the aquatic time trial. The 
course is marked out by floating 
buoys, and though its impossible to 
crash by running off the 'track', you 
□ nly score points for as long as you 
remain in the lane. As the courses 
become more complex, you're asked 
to do your bit for the environment 
by picking up bottles in the water 
and performing fancy jumps off 
ramps - bonus points are awarded 
for both activities. 



When you've simulated just 
about every major sporting 
event on the fate of the 
planet, what do you do? Simple. You 
pop along to the west coast of Amer- 
ica, where new and increasingly 
bizarre 'sports' are invented by the 
minute and - bingo! - you've got an 
instant handful of brand new mate- 
rial, In this case it's long-standing 
American developers Epyx who, after 
several years of computerising every- 
thing from cycling to Sumo wrestling 
in their highly-successful Games, 
found their well running a little dry 
and found a plethora of new events 
waiting for them on the beaches of 
California. 

Obviously enamoured by what 
they found there, they've now paid a 
return visit in California Games 1. The 
games features five new events from 
the Sunshine State: hang-gliding, 
snowboard ing, jetsurfing, body- 
boarding and skateboarding, As has 
become traditional with Games 
games, players can choose to prac- 
tice events just for the fun of it or 
buckle down and take part in a seri- 
ous all-events competition with up to 
seven of their pals. Don't just stand 
there - get radical I 
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(Left)' The drained-oiit California Aqujduct is the setting for skateboard- 
ing, which takes the player's intrepid 'boarder through a sprawling net- 
work of metal piping - ideal terrain for .ill mimifr of fancy tricks and 
stunts. Not surprisingly, it's doing exactly that that wins you kudos from 
the ever-vigilant judges. Among the more impressive moves are the 
corkscrew, 3 GO aerial, hand-plant and the ubiquitous 'Dllie'. This is a time 
trial, with successful stunt* being converted into seconds which are 
knocked off your final time when you complete the course. Since the 
'course' is divided into sections of full- and half-pipes, there are dangers 
a-plenty. If you're not cartful you can miss the full pipe entryw-dy and 
smack face-first into the wall. This results not only in a disqualification 
but also certain death (yes, you get buried and everything). Be careful! 
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It's the most excellent sports 
game of all time - not! 
Gary Whitta sucks in his beer belly 
for a day at the beach 
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Hang-gliding is the only event in 
CG2 in which ySU play a girly and is 
also one of th* hardest to complete. 
After launching yourself into the 
void from a perilous cliff edge, your 
talk lis two-fold - perform some 
impressive aerial acrobatics arid hit 
fitf# floating targets an the surface 

below with water balloons. Do all 

this within two minutes, and then 
return ufe and sound to your origi- 
nal launch point. Mastery of the air currents is the key as you pull off sexy 
stunts like the 540 turn, loop, swoop and stall ■ lose too much airspeed, and 
it's a hasty dive into th* drink and Game Over. The judges score points for 
hitting the water targets, difficulty of stunts, speed and a (lean landing. 




HE VERDICT 



Publisher US Gold 

DmmJmw? Creative 
Materials 



£25.49 Out Now 



joystick 



MEMORY I DISKS 
51 2K 



URRJIICS 



s i ii i n 



jiiiYAHinn 



1 JT5TRHILITY 



Essentially a more modern and posey 
version of surfing, body hoarding is 
more or lest the same thing except 
you lie on your belly and paddle 
rather th.m stand Up. Their are two 
main sections - the first is a stuntfest 
to impreSV the judges, played in front 
of » wave that's right out of an Old 
Spice commercial. Even the simplest 
of stunts score points, but the bio 
money is to be had by showing of I .it 
the crest of the wave, where you're 
most in danger of wiping out, Survive 
this, and it's back in the bottom nf 
the wave for ■ simple left-IO-Mrjht 
scrolling obstacle iiwiiw. with the 
iil.iyer p.idillmrj his Ixi.ird at he's 
farced ■■long by th*' lide to .iinoid 
Hems \uch as bunys, siunpnslv rm k-. 
■ •.ml hntbey 




[ uer fancied being the bloke off the 
Milk fray ad? This event snowboard- 
■ ricj ■ is probably its close av you're 
likely to get on a computer screen. 
Hang precariously onto the side ol a 
helicopter, then pilot it up .i sheer 
mountain before dropping yourself 
onto th-e slopes at a desirable 
altitude Frcnn then on il'saflion .ill 
th" way, corn me lie iivcj with a \hni 
run down Ihe frcisted mountainside, 
.,ti-crini| anil d-.ipmg to ,-ivoid lw|\ r 
rocks, potholes and cilhei obstacle* 



It's always a danger doing simula- 
tions of sports that are as little- 
known as the five featured here. 
Unlike soccer or athletics, for exam- 
ple, most people have no frame of 
reference with what the real thing's 
actually like. While not exactly a dis- 
astrous situation, it can be a bit of a 
setback If the game isn't executed 
ideally. Unfortunately that seems to 
be pretty much the case here. On 
evidence like this, it seems as though 
the Epyx glory days are long gone - 
each of the events lacks that special 
flair and play ability that the compa- 
ny's earlier efforts invariably boast- 
ed, and with only five of them on 
offer it seems difficult to justify the 
price tag. Of the five, the hang-glld- 
ing and skateboarding are the best 
while jetsurfing is the weakest, sim- 
ply because there's hardly any real 
feeling of control. Despite the fact 
that the graphics and sound do a fine 
jab of conveying the 
beachside sand-in-the- 
shoes feel (although 
the game's PC origins 
are a little obvious), 

there's nothing at all outstanding on offe* here 
gameplay-wise. Events Such as body boar ding 
generate nothing like the kind of exhilaration 
that they should, mainly because they're so 
F - annoyingly limited. A'so disgruntling is the 
lack of any simultaneous two-player events ■ the fun-factor 
of the skateboarding could easily have been doubled, for 
example, simply by racing two people head-to- head via a 
split screen. Ultimately California Games 2 looks like an 
attractive proposition on paper but sadly fails to deliver any- 
thing like its potential on screen. For die-hard beach bums 
only. 
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Everybody should have options, true, 
but Ptyggy seem to h.ivt guno .1 lit- 
tle overboard with R*d Zone's, Just 
about every aspect of the game can 
be turned on or off or adjusted, from 
the control sensitivity to the 
competitors' 1 aggression to the track- 
side detail to the roar of the crowds 
to the blimp in the shy , 



One of Bed Zone's less-sat >sfying 
aspects is its bike-to-bike bashes. 
Sometimes, although the bike may 
still look quite a way away, collisions 
still occur. It's almost as if each bike 
has a small forcefield around it and 
you're bumping into that rather than 
the bike. It's a bit disconcerting but 
once you get used to it it's no prob- 
lem, 
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The player can choose 
between playing with a 

mouse, A joystick or a key 

board. Personally I 

preferred the mouse which 
allows quicker, more pre- 
cise and immediate control 
over the tilting, turning 
bike, You, of course, may 
feel differently, There's 
also an automatic gears 
Option for beginners, 
though the manual gear 

changing ha* been well 

implemented And is easy to 
pick up. 

Crashing into the barriers is generally best avoided. However, when it does 
happen a simple tap of a function key will r»-cetitre your bike hack, on the 
track. Alternatively the cursor keys can b# used to reposition the stationary 
bike to your satisfaction. As your bike takes punishment, either through col- 
lision with the barriers or other bikes, it* p*rformance becomes more erratic 
and unpredictable, A brief call in at the pits will soon put this to rights. 





Psygnosis asks the games- buying public to 
get an their bike. David Upcfitirch, who fan- 
cies something big throbbing between his 
legs, duly complies... 



You can't deny that there's 
something very glamorous 
about a motorbike, Imagine it: 
burning down the desolate highway 
on your black and chrome missile, 
wind tussling through your slicked- 
hrick hair, leather jacket and sun- 
shades glinting in the desert sunlight 
and, natch, a gorgeous blonde babe 
riding pillion, 




■ THE VERDICT 

It's usually the graphics that every- 
body notices first about a game but 
with Red Zone it's the sound - the 
bike's growling engine noise Is just 
perfect. Which is not to say that the 
graphics are tacking at all. With all the 
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Apart from the usual 'straight ahead' 
view the player can also switch to 
one looking backwards, just so that 
you can check on where the other 
racers are. (Preferably they're eating 
your dust, of course.) In addition the 
player can h#V» a helicopter view 
come up after a race, which gives an 
aerial tracking shot of the last two 
minutes or SO of the race. In practice 
this turns put to be less fun than it 
sounds and is likely to be toggled off 
sooner rather than later, Th* lack of 
'out of cockpit' views is disappoint- 
ing but hardly detrimental to the 
hard-core racer's enjoyment. 



Sexy, eh? Trouble is, while the 
image is appealing the reality is not. 
Decent bikes are so expensive ■ 
chances are I'd end up with one of 
those laughable little putt-putt 
machines so beloved of the fifty-year- 
old blokes who wear those white hel- 
mets that make their heads look like 
giant lightbulbs. And with my shaky 
road-manoeuvring prowess I'd prob- 
ably end up skidding along the Ml at 
eighty miles per hour on my face 
before you could say "skin graft". 

Which is why I'm always pleased 
when a game like Red Zone comes 
along. It allows me to indulge in my 
most adrenalin-pumping fantasies 
without leaving an unfortunate red 
smear on the tarmac or, at very least, 
a brown one in my underpants. 

Red Zone is the latest game from 
Dan Gallagher, he of Ocean's Voyager 
and Psyggy's Infestation fame. It's a 
sort of Formula One Grand Prix on 
bikes. However, where the Micro- 
Prose game Had huge depth and rig- 
orous attention, to detail, Psygnosis' 
has an exhil [rating turn of speed and 
super-responsive control. Those who 
like their racing games hard, fast and 
easy to get into need look no further, 



detail turned on the ten international 

tracks look superb and the ID update 
is still surprisingly swift. However, 
there's little doubt that most players 
will soon sacrifice the game's aesthetic 
frills in the name of even more speed, 
reducing the courses to little more 
than a blur of crash barriers. And blur 
is the right word because Red Zone is 
fast, very fast. The good) news here is 
that the player's sensitive-yet-not-too- 
much-so control over his bike allows 
him take full advantage of the game's 
wonderf ully-exhiiirating turn of speed, 
permitting much break-neck cornering 
and straights burning. Even changing 
gears is easy! If I were a serious bike 
fanatic I could quibble over several 
aspects of the game, such as the the 
fact that the ten courses are modelled 
on Grand Prix circuits, that there's lit- 
tle authentic league structuring and 
that there's no opportunity for you *o 
tune or refine your bike's perfor- 
mance, but I'm not so I won't. 
Although seriously lacking depth, Red 
Zone Is quite simply the most exciting 
bike- rating game yet. If you hunger 
for high-speed thrills then Red Zone is 
the game for you. 
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REVOLUTION IN FOOTBALL M ANACJEIVIKN I 




DIVISION 
ONE 92 REV 1 

11 C llie Midnight Oil) treat soccer in the sophisticated way 
Americans treat their national names." -Thoi.uurdiuii 

THK GAME Everyone has iheir n»ii inleti* cm *'h»l nukes a soccet iram 'uck". Here is 
the opportunity t« put imu pottle:* yc*irn»'n hteis Operating from 1he English Isl 
division yotl must build jJMjujdOi challenge fur llir league Lille, llie |-' A anil t.ea|{ue Cups 
and [he I Kumpean (rciphies, And in player; age. rebuild ihe learn while holding off 
rckgaum. 

SOI ADSmtANSFEH MARKET In a i^uad ^sfenii'Isi t*ams 4 uad, Htam -^ . 1 1 1 1 1 . 1 
and ynuili .squa.li, use the fnntiiwouH inlakc of yotntt players and iraLning program un 
Create a MfuMj ivhuse skills rcfiLLl v^Kjr idea*. Kuppl^meni ibe*e skills Willi ^'uiefulk 
selected iranifer niltf fcei actHlisilhjnK. As ihty age. WKmn ladL and ysmngUers develop, 
keep ID uyu on the ehanjling skills ol yisttr team 
SKILLS All player* llav'L j ltu.lajb.-e td' H skills (nth "skill levek") whw;h you ITWA develop 

by ei penmen/ling wilJi your team. Even more important will be you: judgeriieiii al>.nii the 

.. luvi mi the rMrtitnl^r (tfjim balance or skill combination on Hie outcome of llie match, and your hieal ***=■ H">* "hoot * *Huad ■** Hele. 

subsequently a hmcc «l i'tmthail , Xuitahle mining can drvdopjlr nhmnce skill?.. Ekckcnbauer, Bern, Cmyff, MaraoYNniia ....? 

WHAT IS INKFKHKMT ,\H<>1 1 THIS (1JVMK? 

Dn'isiwit'Jnc K Inrnafanrit [he mem management game. Vuu in HM CanW on the kuUnll. kipcriinsnl -ilh playeri. IcmnalKiiis. team styles, liinl.l vmur .Irtam vuuail 

.in.;, :....k II .11 . in. ,1:1'. <imnlj«d IciEUcfcuf) football. Match Knits ale Item I l»iiu'>: -.iH.ivr nialili Svary pays. laikk:. -.111./ f It. u iklenninedby the player* 

iHvntvtd. Your rtuike rrf skilk (Jhis influences ntMcn result* MrnU.1 will -in! •. m- Km dumped K»>ll'all tiimrlrdui: a It* namt- ul [Ik pair* 



HATCH/STATS Your judgment will be put to the lent 
in ihis unique 4- mimiie malc-h/stati simulation against 
aeLuratety simulated VfyothkOQ I his || iJk- BUO&Sttt Ol 
vouf teim and jour rawst reUaMe sotmee of mfonruiitm. 
TTiere iiredi^phij's of' mnicli Row, i»n (esms b pliji?r 

with dn' hall, iniitnes, chwiplini:, suhsljluJiiins, in mulL'h 
IlllIil:-,. gual M:tnVfs, piKisLssitsi hiL'akdiiwn jik! 
neifomunee ■TTTr'W'fl 
«kVISION()M 

The he si fin got better! All updaLes that have brer made 
hi I J ■, i , in- One *)2 ov?rihe last sis mnnlhs In aililiiuin 
[Ik iiiaCLh ICPMA has ini|Hn>vt»l, eifinnMlHML tuain inlu 
nfuridL-J. a European lunvk'r iliuikut adiled arid a jew 

moff minor chanp ft. An edii pfog^am and a 
LuskHni'-jIkin prci^rjni have alwi been aikknl. 'Che 1 
iluiiajl has been L^pajidnl arid !hL pjLkaj:il]^ unproved. 
KI>I I PKfKiRAM. Edh the team and pkqwi lhai muke 

up Ui vision One IViKliji:e vnur own l)i visbiai (3ne. nr 

Seoatit League, bf insti League, EiiKipeaji League, 
*>(nniin/5porisJWl : Teni:h/lM]li*n...e<c.. .t-U:, Ortv^n moke 
up a league u! alt the he^E lejnK y<Ki've ever seen. 
CLSTOMISATHM PRCHSRAM Cuhlomise the *9 
miun Mailing squmd. (..'su yrwnMW fifMUiK players, tw 







HEAD COACH 
V3 

"WlKri it coTtm lolhf 4th down lleadcouch has 
K'VHemdciKich 1 TV Sports KcH>[l>all' " head to bewt' 

El'tlJ! < tiJI1|l.l 
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I li'.idciMch V3 has bren -destnticd uf. "ihe best game 
ever putflpjw actKiLfjutei" It is the crsmptrw Anencw 
>'(k)ttialJ gujiic, a. mulji sejucHt epic with tho very best 
slraiefii: rlmteffls u\ Ike real iftin i>, Vuu will mil ihe 
pJays, dem tta '.h |WHphWi a:.d devdop (he imiini. 

U^.- the i"li>i m.j^.ij \2 fap^envm fHUH, Ifi reistilsH' 
neason jjumes^ and (he plaj-ofis) to discover jtmr 4S 
i nun M|uad id player. 1>iMJ CK.pl i lit iJi-L' Liilk^C draft [t> 
improve ibe team and cxpajtd your game play to but 
I In: wry Ihm Ihr NFL uan tlmm al ynu. 

Players wift age anJ le::tin^ *'ill tUc i.i plav^T will l*si 
about h ^asoic:), but you will atay and rcbttiltf .... 
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Fly the most accurate flight simulator ever created^ 
Fly against the most deadly opponent known, real 
penple! From bi-planesof WWI to jetsoflhe Korean 
War, know what it was really like to Hy . Air Warrior 
simulates the world of the real ACE. 

". .-best flight »i mul ator ever," Amit^a Formal 

"thrilling . . . the greatest experience in flight 
simulator history." PC Format 

"unparalleled . , . amazing . . . huge." NCE 

"game dynamics impossible to duplicate in 
con ven l i una I computer s i m u lation . ' ' Omni 

"incredibly realistic flight simulator." What PC 

Amiga, Mac Color & Mono, PC and ST £34.99 

Aic Warrior includes: Two comprehensive 
manuals. Campaign Map, Terminal /Off dine Trainer, 
Data disks, Free Host membership. £30 of connect 

credit. Modem offer 

For further information call On-line on 08 1 -558 6114. 
642a Lea Bridge Road, London E 10 6AP. 

Host 081-539 6763. 
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Is it an arcade puzzler? Is it an 
adventure? Is it any good?" ponders 
David Upchurch over Coktel Vision's 
latest 



King Angoulaf re, ruler of the 
Goblin Kingdom, has fallen 
gravely ill. In fact, he's more 
than just ill - he's gone stark-staring 
bonkers! The King's concerned min- 
ions elect a trio of their finest to 
embark on a perilous trek to the lair 
of Niak, a wise but irascible old wiz- 
ard who is the only one capable of 
magicking up a cure for the King's 
curse. 

The game takes the form of a 
series of 'flick' screens, each packed 
with mind-numbing puzzles. The 
three goblins each have very differ- 
ent powers and abilities and only by 
working together can they overcome 
the problems on the current screen 
and progress to the next. Stupid or 
rash actions can have dire conse- 
quences, often resulting in the 
party'-, energy depleting, Needless to 
say, but 'Zero Energy ■ Game Over'. 
Gabliiins seems to be an attempt 
by Coktel Vision to appeal to the 
'Lemmingsy arcade puzzler' audi- 
ence. Sadly it's very unlikely to 
achieve the Psygnosis game's suc- 
cess. Sure., the well-animated goblin 
characters are humourously done but 
the game plays more like an adven- 
ture than a puzzler. In fact, the game 
would make a good introduction to 
the world Of graphic adventures if it 
weren't for the fact that the puzzles 
are so damn illogical. 




Having solved a &cr««n the player is 
given a passed de so that ht can skip 
all the levels already completed. This 
is a nice user-friendly feature. 
However, what's not so user friendly 
is the way that when a player dies 
there's what seems like an age of 
pointless disk loading before you're 
allowed to have another go at it. 
Why-oh-why? 




The puzzles range from the unusual 
to the plain obscure. Take this scene, 
for instance. The boys must give a 
previously-collected diamond to the- 
book-reading wiiard - at least, that's 
what you have to assume from his 
outstretched grasping hand. But 

Oups - who's carrying the gem - can't 
reach that high so how do you do it? 
Well, first the Venus Flytraps must be 
fed with bees, These can be found in 
one of the little yellow pats on the 
table to the left but take care to pick 
the correct pot because one contains 
an energy-draining surprise - not that 
you can tell. This, causes one of the 
Flytraps' necks to grow, allowing 
Asgard to climb up onto the table 
and punch over the big book to the 
right, which Oups can then use as a 
ladder to reach the wii. Of course. 



THE DREAM TEAM 

Asgard is lhe toughest of Ihe three gob- 
lins and likes to solve problems with 
brawn rather than brain. Not only is 
Asflard good at punching (nines, he's 
also pretly smart at climbing" ropes - 
which is actually rather more uselul 
(Han you may at first think! 

Ignatius is a le eh I e powered magi- 
cian, He can use his myslical powers to 
transform mundane objects inio others 
more uselul - and some nol so uselul - 
to ihe quest. 

Oups is the the group handyman, the 
only fine of the If in capable ol picking 
up objects and using them. He is. how- 
ever, a bll ol a weakling and can only 
pick up and use one ihing al a lime, 



THE VERDICT 



With Gobi ii ins the unattractive shape 
of things to come is foretold from 
the very first screen. Trying to solve 
the problems in what seems a logical 
manner typically results in illogical 
outcomes, frequently of the game- 
ending kind. All too often the game- 
play reduces to a charade of trial and 
error, with the piayer using every 
character and every 'pick uppable" 
item in every location and situation 
possible until he happens to stumble 
across the correct solution to the 
current problem. This might have 
been just about bearable were it not 
for the annoying wait for a screen to 
reload if you cock up and want to 
approach it from a new angle. The 
user interface isn't perfect, either, 
Once assigned a task, a goblin can- 
not be stopped or diverted until it 
has been carried out - if you change 
your mind over a rash decision then 
you can't do a thing about it once 
the mouse button's been clicked. The 
program also seems to get a bit con- 
fused sometimes, with your goblins 
not doing quite what you expected 
them to do. It's sad really. Gobliims 
could so easily have been a great 
game - there's definitely one in there 
somewhere trying to get out - but 
due to the clumsy player interface 
and the annoying game design 
elements it lands seriously wide of 
the mark. Gobliiins? Cobbleeers, 
more like. 
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Publisher: Dream Factory! 
Developer-' Coktel Vision I 
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David Upcfiurch gets sucked inside his 
Amiga for a spot of debugging courtesy of 
D.JVLI. 




Like Indiana Jones hated snakes, 
hate bugs. Wot, I hasten to point 
put, the traditional creepy-crawly, 
six legged, washed -down- the-pjuqhole, 
c I i m bing ■ in-y q u r -ea r~a n d -Jay ing- eggs- 
[n-your- brain kind - they're fine in a 
hideous,, alien sort of way. No, I speak 
of the dreaded bugs you get in com- 
puter programs, that elusive breed of 
pest which not only crashes your Amiga, 
it also erases its memory, corrupts your 
floppies, re-formats the hard drive and 
then, for good measure, causes the 
power pack to erupt in flames, resulting 
in the loss of your bouse and all its pos- 
sessions. Or something like that, anyway. 
You'll appreciate, then, why 1 was so 
pleased to be chosen to review Bug 
Bomber. In this computer centre, see, 
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there's been a mass outbreak of bugs 

(hate 'em) in the main computer. You 
and up to three mates have to enter 
the computer and hunt down the elec- 
tronic pests, using any and all means at 
your disposal, including bombs and 
flame throwers, Heh-heh-heh! 

As you'll have surmised from the 
screenshots, Bug Bomber is essentially 
a souped-up version of UBIsoft's Dyn- 
ablaster. It's simple, very playable, 
insanely addictive if played by two or 
more but ultimately limited in scope 
and larking in variety. It's also, for all 
it's refinements and extra weapons, not 
as good a game as Dynablaster, Gut 
hey! That's the risk you take when you 
try to beef up a concept beautiful in its 
simplicity, 



Eggs are the most complex element 
of the player's arsenal. The player 
can choose between five different 
egg types, each producing a unique 
robot that will wander the maze of 
its own accord, searching for bugs 
and enemy players, destroying 
obstructing blacks, releasing thun- 
derbolts and 1 generally aiding and 
abetting the player. 

( Below) Bug Bomber's premise is 
dead limply to understand: Guide 
your little geezer around the grid-like 
maze, clearing any blockages In your 
way with the bombs and zapping the 
bugs and any e-ther players. 
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(Above) The pkiyer has a number of defences against the buggy hordes, 
selectable by holding down FIRE and moving the joystick in a flumbtr of 
directions. Most constantly used are the bombs and thunderbolts. Bombs, 
once dropped, fizz for a short time before exploding and destroying 
anything in the neighbouring squares. Thunderbolts, an the other hand, 
hQV»r around for a moment until they find a baddy to home in an. If none 
tan be found they disappear. There are also landmines (not that useful) and 
robot-producing 'eggs'. 
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(Left) Littering the cor- 
ridors of the AMItlFI 

EN and 10 power-up 
icons. EN tops up the 
player's energy, allow- 
ing him to battle on 
longer against the 
power-sapping attacks 
of the bugs. However, 
the IQ icons are rather 
more interesting and 
increase the player's IQ 
(surprise!). IQ is very 
important - the higher 
it gets, the longer 
thunderbolts will 
hover in search of bugs 
and the smarter robots 
produced by eggs will 
be. 
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(Abpve) Up to four human players can compete simultaneously, two on the 
joysticks and two on trie keyboard- Naturally, only one can emerge from the 
arena alive... This is when Bug Bomber really comes into its own. 



ithe verdict 



Publisher D,M,I, 
Publisher: Kingsoft 
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Simple games of this type 
are only as good as their 
payability and, indeed, you 
may have noticed that Bug 
Bomber's Payability and 
Overall marks are identical. 
In Bug Bomber's case this 
'rule of thumb' is fortunate 
because the game certainly 
doesn't impress on the 
sound n' graphics front. That 
said, they're more than ade- 
quate for the task in hand 
and, even if the sprites and 
the backdrops do lack the 
cute Japanese style that 
made Dynablaster so appeal- 
ing, they at least have the 
virtue of being clear and 
individually recognisable, an 
essential requirement given 
their small size. Kingsoft 
have obviously spent a lot 
of time thinking about how 
the basic concept could be 
tweaked and expanded and 
the new ideas have been 
well implemented. However, 
they just don't add that 
much to the game. In the 
heat of battle the last thing 
you want to bother thinking 
about is which robot egg to lay. Play has a 
tendency to centre around the use of good 
old-fashioned bombs and the longer- range 
thunderbolts, with anything more exotic 
rarely making an appearance. Like 
Dynablaster, Bug Bomber is a competent 
but ultimately repetitive one-player game, 
with the real fun coming from the partici- 
pation of your friends for simultaneous 
action. If you can muster the mates, you'd 
be hard pushed to find a more enjoyable 
group game concept. 
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IDIICT "First Gobliiins and now Catch 'Em. Dear 
Cod, what have I done to deserve this? 1 
laments David Upchurch 
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Oh, how hilarious. Jeff has had the 
misfortune to be knocked over by an ape and 
owing to the, how shall we say, 'crap' nature 
of the game design, Jeff will wake up after ii 

couple of seconds, only to be clobbered 

senseless again by the same ape who 
trundles foack and forth along the platform. 
And on it goes until the timer winds down to 
zero. Hooray. 



I tried to find goad things to say 
about Catch 'Em, you know. I really 
did. But, try as I might, J couldn't - 
the game defies all attempts at 
exhibiting even a glimmer of quality. 
On an aesthetic level alone Catch 'Em 
appals. The graphics lacks variety and 
the garish colour scheme makes it 
hard to pick out some of the more 
critical hazards in the game, such as 
the banana skins on the platforms. 
While the music is bearable there's a 
serious lack of atmosphere-building 
sound effects. Then there's the 
game's design - it's flawed at its most 
basic fevel. Walking back and forth, 
carrying equipment or captured mon- 
keys from A to B to A again is simply 
not fun and - play ability flaws aside - 
it's not that difficult either. Given the 
game's comprehensive password sys- 
tem, it's not going to take that long 
for a competent player to finish th 
game. However, the worst has been 
saved until Fast. What really makes 
Catch 'Em the pig it is is its sheer 
un play ability - the game's riddled 
with it. Most heinous of all is the w 
it's all to easy to get trapped In one 
of those maddening 'death loops', 
here all you can do is sit back and 
watch, powerless, 
— ; Jeff pratfalls en 
y on a series ol 
anana skins or 
keeps getting beat- 
en up by the same 
■ gorilla. I 
ight this sort of 
ad game design 
rent out of fashion 
long with bell-bot- 
om jeans. A certi- 
ied turkey, and it's 
not even Xtnas. 




(Above] Th* aim of Catch 'Em is for 
Jeff to round of the escaped apes 

and get them back into their cages 
before a time limit runs out- The 
marauding monkies come in three 
types: chimpanzees, orang-utans and 
gorillas. Chimp:, wander around, eat- 
ing bananas and throwing the slip- 
pery skins on the floor, If Jeff treads 
on a skin he'll fall over and be 
knocked out for a few vital seconds. 
Orang-Utangs also wander but will 
occasionally pick up a ladder and 
take it elsewhere, a talent that Jeff 
will need to use often to get to some 
of the more lofty platforms. Gorillas 
are the most problematic foe. If they 
grab hold of Jeff they'll beat him 
unconscious, casting him more pre- 
cious time. 
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Jeff can only carry two items at a 
time. Most useful is the- baseball bat 
allowing Jeff to knock out any Sta- 
tionary ape so that it can be Sfooped 
up in hi 5 sack and carried to the 
cages. Easy enough. However, the 
trick is making the hyper-active mon 
keys stand Still for a moment. This is 
where the second item comes in 

handy, such as some food, which the 
chimps love, or an... er... inflatable 
girl gorilla which drives boy gorillas 
wild. These can be found in the back 
of J>eff's van or waiting to be picked 

up on the platforms. 



eee, there's trouble at t' Zoo. The 
wily chimps have managed to 
pick the locks on their cages in 
the Monkey House and have let out all 
the other apes. As the sneaky simians 
sneaked out of the Zoo's gates, the 
careless caretaker on duly. Our hero 
Jeff, was too busy reading the sports 
pages in the newspaper to notico. 

It's onlylater, long after the monkeys 
have disappeared, that Jeff realises 
they've gone, Fearful for the safety of 
his job after such gross incompetence, 
he leaps into his little van and tootles 
off in pursuit of the hairy escapees. By 
the time he tracks the down they've 
scattered all over the 
place - into the city, into 
the woods and down the 
mines - and are on the 
rampage, clambering up 
and down ladders, run- 
ning along platforms, 
throwing dangerous 
banana skins on the floor 
and generally causing 
havoc. 

The scene is thus set 
for a platform romp of 
the highest order - notrt! 
Catch 'Em is trying to be like Lucasfilm's 
Night Shift, re- lots of to-ing and fro- 
ing as you attempt to keep your heard 
above water, but it's nowhere near the 
quality of that game, being an ill 
thought out, frustrate ngly unplayable 
and frighteningly ugly affair, You can 
read the- rest of the review to find out 
precisely why it's so bad if you want, 
but if you want to take my advice you'll 
make your excuses and leave for the 
next page ASAP. 
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range oi hic^i quality main* 
printers torn C*lizen Each 
Citizen printer is buill in the 
UK to exacting standards, 
ensuring superb reliability and 
output Our confidence' in 
Citizen's quality is such that 
we are pleased to include a 2 
yeer guarantee with every 
printer, Plus, il you buy a 

Citizen printer (ngl inkjetj tram 
US, we will give you the S*Ca 
Printer Starter Kit (worth 
£29-38). FREE Of CHARGE! 
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[ SILICA SYSTEMS OFFER YOU 

• FREE OVERNIGHT DELIVERY: Or Bl hardware enters shipped in (tie UK -nairiand. 

• TECHNICAL SUPPORT HELPLINE: Team af tachnical experts 3i yaur servase 

• PRICE MATCH; Wo norniaay match njnipBlitors «* a "SiVW prttdytl ■ Same prW tasc. 

• E STABL tSHE O 12 YEARS: PiOven track riX;::rid In fiidSSrSifjI.il mnpjtel HJH. 

• euswess * EDUCATION * GOVERNMENT: VaUme cis.;:.!.™-, evatlBbte Hi -3De ASH. 

• SHOWROOMS: OeTanslraron and training facilities at our London £ Sidcop branches 

• THE FULL STOCK RANGE? Wl Of y«^ requirfjmiJrtlS livjffl Ofir? ?uf(ili*r. 

• FREE CATALOGUES: 'AM be moiled Id yuo wilh Lilfers and soflwaieipe'ipreral jelaii 

• PAYMENT. By cash, chsque and all maJDf credit cards. 

Betona ycu deode '^1?" to buy vow i^ 1 * cpimaa. "rasitgpostyou rhink v9*y ■t*ransilly *r»u1 WHEttE jftm 
buy it. Cmoiufir wfial II will be lane a law rrarnre anet yuu have made your purchase, when you may 
require addrbonat psroharals o r scttware, or help and advice vatth your new purchaES And. wil Ihc 
coiTianv vou buy troni ccncacl you wlh *lals oi new pioducrs 1 At Silica Svslmts vi(S iniuns ih:ii ydu 
mil iiivi: ii::."nr..| la we* ry atuxil We nave tie*n «scahli9hed lai due* U jeas and, with our unnvalleo 
eKpertanoe and expertise, wa can new claim ■£• Teei Dor customers' requtTEfnarrts with an 
understanding wtiich is secoid to none. But don't ,usl take ou[ word lor it Comolela and [e*jm ihg 
coud*rt nowttf our lariraa FREE lilfwSluie Srid t*sn rs B Kp*™nrsj« the - Sili» SySlams SaiVifi*" 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



MAIL OHDER 1-1 The Maws, HathErlSy FU, SidCup Kent, m* m TM: 0J1-3M 1111 
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PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 



Mr.'Mrs/MtoarUs: 



Initials.: , Swwne: 



Address: 



B 



Postcode: ... 
Tet (Work): . 



I 

' Tel (Home r : „ 

| Company Name (if acchcable): 

I Which cornpulertEl if any, do you ovfl . , , ■ S56 J 
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COMPETITIO 




A Place In Computer 

PLUS Twenty Copies of Lure of the Temptress and Virgin 
T-shirts up for grabs in our topper LURE OF THE TEMPTRESS 
competition thanks to 







Wow! Completely 
overwhelmed by 
the critical acclaim 
of its superb graphic adven- 
ture Lure of the Temptress 
{our own Caz Whitta gave it 
a pants-busting 90% last 
ssue). Virgin Games have 
decided to hold a unique 
competition open to all you 
lovely The One readers. 

It's funny really, because 
not only is the game called 
Lure of the Temptress but 
Virgin Games themselves are 
being a bit 'tempting' and 
'luring' you with an excel- 
lent prize. "But what is it?" 
I hear you cry. Well, we'll 
get to that. 

You see, even as you read 
this, Lure's creators Revolu- 
tion Software are beavering 
away on their next epic 
Called Underworld, it's a 
bizarre graphic adventure 
set in a post-Apocalyptic 
future where mankind has 
been driven underground to 
escape the radiation on the 
Earth's ravaged surface. Still 
n the early stages of devel- 
opment, not a lot is known 
about it. 
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LUREOF THE 
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THE RULES 

This competition in not open to the employees of EMAP Images 
or Virgin Games, their relatives or their friends (if they have any). 
The competition will close on the 21st August 1992 and the win- 
ners will be notified shortly afterwards. The Editor's decision, 
because he's a Nazi bully-boy, is totally final and no correspon- 
dence will be entered into No alternative prizes will be given and, 
while every care is taken, EMAP Images cannot be held responsi- 
ble for entries lost or damaged in the post. 



r Games History (perhaps) 







However, two things are 
for definite. Not only will it 
feature a super-enhanced 
Virtual Theatre interface, 
offering easy interaction 
with Underworld's myriad 
of characters and scenes, all 
of the game's graphics are 
being drawn by Dave Gib* 
bons, the World-famous 
comic artist who has 
worked on such top comics 
as Watchmen and Give Me 
Liberty and drawn charac- 
ters from Superman to 
Rogue Trooper to Dan Dare. 
Sound like it'll be rather 
excellent, doesn't it? Which 
brings us to The Prizes... 



THE PRIZES 

Not only will you win a copy 
of Lure of the Temptress 
and a beautiful and much- 
sought-after Virgin T-shirt, 
you - yes, YOU! - will be 
digitised and scrunched 
down and turned into an 
Underworld character. Imag- 
ine it: you'll be able to play 
the game and actually meet 
and talk and interact with 
yourself, flaying with your- 
self has never been so much 
fun! And, even more incred- 
ible, thousands of gamers 
across the country, will be 
doing just the same! Now is 
that fame or what? 



And even if you don't 
come first, don't despair. 
Those ever-generous Virgin 
Games people are offering 
great runners up prizes of 
twenty copies of Lure of the 
Temptress PLUS a sexy Vir- 
gin T-shirt to wear while 
you're playing it. Excellent! 
But what do you have to do 
to win? We're just getting to 
that... 

HOW TO ENTER 

As you can see, there's been 
a rather nasty accident. A 
host of famous game charac- 
ters were competing against 
each other in the Jaguar 
XJ220 rally and everything 
was going fine until Hoi's 
car's rear axle gave under 



the pressure. Hoi's Jag 
flipped across the road, and 
the following cars pi Fed into 
it. Very nasty, I can tell you. 
Fortunately, firemen man- 
aged to cut the mangled 
bodies of the competitors 
from the wreckage but the 
NHS surgeon, who'd been 
on duty non-stop for five 
days, made a bit of a 
Frankensteinian mess of 
sewing them all together 
again. What you've got to 
do is help the surgeons who 
are frying to put things right 
again by identifying the 
body parts, naming who 
they belong to and which 
game the character original- 
ly came from. It's as easy (?) 
as that! 



Fill In this coupon, cut it out and send it to: Messy Moment* Comp, 
The One, EMAP Images, Priory Court, 30-32 Farringdon Lane, London 
EC1R3AU. 

My word ! What a mess but I think I've worked out what's what: 

The head belongs to ......from 

The body belongs to ..from , 

The arms belong to .from 

The legs belong to.,...., ...... ...........from 

Brilliant, eh? Mow a bit about myself: 



I am: 



I live at: . 
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^4 RACING CERTAINTY'! 



C0MPiriT,-A-KAc:i: + .....ti i.w 

Vi_>uutlvtf 1-.l1L[i<!H includes In Master di*.k, I xOip-iy. Unproved 
"\ l . l i v 1 1 : l I . Wallet, Labtds. Updule uffer) 

AMAZED AT THE PREDICTIONS... NEVER HAD SO 
MAI* r WINNERS... 1 Cfl* USER mh a iWortimveii 
'BRILLIANT... HELPEDHE TO. BEAT THE 

BoaititSrCR+u^er MrW ihiensi 

'UNBEATABLE VALUE AHP UNRIVALLED ACCJFtACV 

Feati»res include Fiat iid NatiDiul inpnii, Hate- ftcviert 

Del Stieder. SttQctte, Note-Batik, fat Calculator Help 

and Information screens 

FLAT '92 VERSION HOW AVAJUBLE! 

lalesi FI.H Tips indutte: MY MEMOIRS (won at 

3.'1)SAAFEMD (wen al 13/2), anfl many mors (As 

Aflveni&ed in Trie Scaling me ) 

'Stanttard Vinton ais;i tvMaNi foi £9.99 [Disk Manual) 

BETTING r-DRPHOF IT IS BETTING FOR. FUM 1 OrOtfUOWl 



CHEQUES 'PC PAYABLE TO HANDISOFTlMaH Q'der ONLY) 
Handisafl, 37 HearSall LatlS, Spoil End COVENTRY CV5 6MF 2* HOUR 




Analogic Analogic Computers (UK) Ltd 

Analogic Unit 6, Ashwsy Centre. 

Elm Crescent, 
Analogic Kingston - Upon -Thames, Surrey, 

■ KT2 6HH 



Ptitflfli* IS" flainw TV.-Mei**NW Ydlf* Romota tflrflrnJ » ! 
ptuhajw. 15" OotaiMT TV-tkmflHHflten-t fatatarl 



ACCESSORIES 



513; ham uipBi-.tKi.'i rer iHM pilb __ - „ „—.,..,. 

1 Mfg M»M euwiilefl'lw ASUS Flu" — ■ — 

S!3R HAM napuriikw #Mi docli ior AM* . . ,.„ — — .- 

DmtCaHir . . ....AM »OLiM Um.. 

Sunar Pra 2m S*fc H.Fjfl. A^qfl P&w*r Supply. . 



AMIGA A500 REPAIRS 

without diagnostic fees 

*Fixed Charges 'fast Turnaround 



in: Btft 

TEL: 

181-546 9575 
381-541 4671 



..fWS.W. 

tatMd 



__ CMJ5 

E4S.-35 

CM.M 

._ ,it.«B 

_ .tH.il 



£49.95 including return 
by NEXT DAY 

COURIER SERVICE 



■S 



WdaoiCkup ttrulea lor repairs *ur only I5.DD i VftT 

■ All pncaiifKluds VAT and NEJtT DAV D€LlYtFfV 5Jjbo«l le aitfilatlilty 

■ Fined fJiaffja 1rx "Bpsirs daus rar inckida &5* Drnm Beplstefliara 1 Keyboard 
1 Wl pr'Ca&SubjW* In change vmlhOul nolicp 



DELTRONICS 



If 

DEAD 
i0 R *. WIN BIG ' 

ALWe CASH PRIZfS 



USE VOUA 

'VOICE 

to 

MTDRflW 

M 
CDNFICHTER 



mKSMas 



EM5M5B 



SEGA 



TREASURE 
ISLAND 4* 





Itf yuu <je ■jnde' Id yeafj ot qq$ pk*jte Qtorrin pefHs^ ** wix»^ pay? *» phcre hilj 
INFQDIAl ^OBon 36 L5UTN Cal cticijci 34p Por Min Cheop Mp Pef Mn All Otter Times] 



HAL * A * GAMI 



SEND NO 

MONEY 

NO CREDIT 

CARDS 



CHAOS 

STRIKES 

BACK 

ONLY £12,99 



BARD'S TALE 3 - ONLY El 0.99 TURRICAN 2 ONLY C9.9E 



ALL GAMES ORDERED ARE DELIVERED TO YOUR 
DOOR, CASH ON DELIVERY WHEN SAFELY RECEIVED! 



PHONE: 081 769 9568 Normal Phone Rates 
Phone Lines open 7 days a wbhK 

215 Amesbury Ave, Streatham, SW2 3BJ 



WIN ! WIN ! 



SEGA MEGA DRIVE 
GAME GEAR + TV TUNER 
SUPER NINTENDO 
GAME BOY + ACCESSORIES 
AMIGA 600 COMPUTER 
COLOR MONITOR /TV 
MOUNTAIN BIKE 
PERSONAL CD PLAYER 



0839 40 40 81 
0839 40 40 82 
0839 40 40 83 
0839 40 40 84 
0839 40 40 85 
0839 40 40 86 
0839 40 40 89 
0839 40 40 87 



WIN A WEEKEND FOR FOUR IN MAGICAL 

Eii roDisney 0839 40 40 80 

This great prize includes your travel from London, 

your hotel and, of course, your pass to the 

MAGIC KINGDOM 



IMS Ltd, PO Box 28, Northampton. 
NN1 SDS 



Caits cost 36p (Ch&ap rate) and 48p {afl other times) pet min 
inc. VAT Be sure thai you have permission to make this call- 



DIAL - A - TIP 

Cheats, Tips, and Came Solutions 



CHEATS <;ALOItK 

OH91 lOI 234 

MECATIP GAMESLliNE 

0««> I 445 9«7 

AMIGA GAMEST1FS 

U««»l 445 786 

AMIGA HOTLINE 

0891 445 985 

SHADOW OF THE BEAST I AND II 

BA1CKAKIAN II SOLUTION 

U89 1 442 02 2 
El II ST SAMURAI HELPLINE 

OBV1 115 <>26 

MAGIC POGKETS/KODLAND 

SOLUTION 

OWV1 445 928 

COMPUTER FUN LINE 

OH 9 1 4 15 799 

WHIZZ KID COMPUTER QUIZ 

989 1 10 I 255 

FOB UM'OKMATION ON ALL OL'H 

HELPLINES 

0891 445 904 

ALL LINES UPDATED WEEKLY 

PROPRIETOR:- Jacqullrw Wright, P.O. Box 17 Ashlon-Uiidei- Lyme 

Calls, cost 36p p«r mir at 'cheap rate' and 4Sp per min at oilier lirmjs 
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EMLYN HUGHES 
INTERNATIONAL SOCCER 

Touchdown £9.99 




E 



leeeeeel I know it, I know ft!" 
I Thank God he's not on A Ques- 
tion of Sport anymore. And 
Audiogenic's game comes at a particu- 
larly unfortunate time., what with the 
soccer sim market already full to over- 
flowing. With the likes of Sensible Soc- 
cer and, to a lesser extent. Striker on 
the scene, it's difficult to imagine what 
else you'd need- If you're a bit skint, 
however, this may be your only option. 
It's a side-on scrolly affair in the Manch- 
ester United/John Barnes vein that 
looks and plays very much like its semi- 
namesake, the old C64 classic Interna- 
tional Soccer. Veteran garners who go 
all dreamy-eyed at the prospect of this, 
however, should be warned that this 
Amiga incarnation isn't as hot as all 
that. 

After wrest) ing with the outra- 
geously primitive menu system (it 
wouldn't look out of place in a mid- 
eighties Spectrum game), the players 
trot out onto the pitch for kick-off. 
There's not much in the way of sophis- 
ticated control or tactical play here - it's 
basically just a 
kick-and-r u n 
arcade game that 
relies almost as 
much on luck 
than judgement- 
Everythinq is han- 
dled in the most 
predictable and 
straightforward 
manner possible 1 , 
with a control 



motif ifwfs anything 
but immediately 

instinctive and takes 
time to master if 
you're to acquire any- 
thing like proficiency. 
Chances are most 
casual players won't 
bother and be content 
with just booting it at 
the net and hoping. 



Aside from the on-field action, there's 
a flimsy managerial element that allows 
you to pick your squad and team 
(based on players' skill and fitness lev- 
els) for taking part in league and cup 
competitions, You don't exactly get to 
be Graham Taylor (although who'd 
want to be these days?), but it does 
add some mileage to what is otherwise 
a very simple game. 

It's possible to draw an analogy 
between Emlyn Hughes International 
Soccer and the man himself- As a play- 
er, Hughes is well past it - any of 
today's supremos would run rings 
round the aging star. The same can be 
said of the game - it's nice in its own 
way, but it's still wearing long shorts 
and heavy boots, and Offers, no threat 
to silk-clad superstars like Sensisoccen 
To be fair, EH IS is an enjoyable kick- 
about that hard-up and undemanding 
soccer fans should be happy with. It's 
problem is simply that it's too old-fash- 
ioned and rudimentary, 

TINKY RATING: 58% 
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gess, portals to new kingdoms can be 

found, opening up new avenues of 
exploration and so on ad nauseum. 

If anything. Sleeping Gods Lie is very 
easy to get into. Combat, for example, 
is as simple as selecting a weapon with 
the relevant function key, pointing 
yourself in the right direction (it's all 
played in first-person perspective) and 
hammering away on the fire button. 
The only problem is, though it may be 
easy to get into, it's not so easy to stay 
interested in once you've done it. Imag- 
ine playing Mercenary without the 
spaceships ■ it's not much fun having 
to walk everywhere, especially when 
the landscape is as flat and unconvinc- 
ing as it is. Prom a distance people and 
monsters look a mess, and don't 
improve much when they get up close. 
It's difficult to imagine who Sleeping 
Gods Lie could appeal to ■ it's far too 
slow-moving for most of us, and any 
serious RPG fan will no doubt dismiss it 
as lightweight piffle. Personally, it 
bored me to tears, There's just no com- 
pulsion to actually achieve anything, so 
feeble are the aesthetic rewa rds, four 
time is better spent elsewhere. 




SLEEPING 
GODS LIE 

Touchdown £9.99 

This odd little number, originally 
from the Empire stable, is an 
odd cross between yer average 
role-playing game and vector-based 
adventures like the Mercenary trilogy, 
Exploration and puzzle-solving sre the 
names of the game as the player wan- 
ders around a 3D fantasy world on a 
mission to wake "the sleeper" and 
thereby rid the kingdom of the horrible 
demons that rule it. Ho hum, 

Those immediately put off by the 
mere mention of the word "role-play- 
ing" should not be put off, however - 
at least not for that particular reason. 
The emphasis is much more on adven- 
ture and exploration, and despite its 
magical scenario, the game is pretty 
much free of any stuffy RPG preten- 
sions. In practical terms, the idea is to 
explore the? eight kingdoms of Tessera, 
acquiring objects, chatting with char- 
acters and battling the wide variety of 
monsters with an equally wide variety 
of weaponry and armour. As you pro- 



TINKY RATING: 54% 
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SEYMOUR 
GOES TO 
HOLLYWOOD 

Codemasters £7.99 



Obviously not wanting to keep 
ail its egg t in one basket. Code- 
masters- has created a couple 
of new stars to take up the mantle 
should the- ail conquering Dizzy ever 
fall from grace. Steg the slimy slug 
turned up a couple of months ago. and 
now we have Seymour, a character 
Who seenis to bear a striking resem- 
blance to Dizzy. Okay, so he's buck- 
toothed and slightly less egg-shaped, 
but basically this is Dizzy with a weight 
problem. The game itself isn't much of 
a departure from the usual Codies fare, 
consisting of the sort of platform 
action that Oiify would be'quite hap- 
pily at home in 

As if you couldn't guess, the story 
has our new-found hero Seymour trav- 
elling to tmseltown to become a big 
star tn Dirk Fmdelmeyer's latest block- 
buster. Only problem is. the film's been 
sabotaged! To succeed, poor old Sey- 



mour's got to find a way to retrieve the 
scripts from the closely-guarded studio 
safe. Getting them back should be a 
familiar task to anyone - walk and som- 
ersault around the static screens, col- 
lect objects and use them elsewhere to 
solve the simple puzzles, It's a combi 
nation of basic platform dexterity and 
some rudimentary mindwQrk Oh, and 
some map-making skills for the maze- 
like studio wouldn't go amiss either 
Virtually indistinguishable from any 
Dizzy game you care to mention, Sey- 
mour Goes to Hollywood succeeds for 
many of the same reasons. It's simple, 
unpretentious, bright, colourful and 
fun. It's by no means an epic, but it's 
the sort of game that's ideally suited 
to a budget pnee point and it really 
does offer good value for money. 
Methmks that if its satirical comment 
and sideswipes at Hollywood you're 
after, you'd be slightly better served by 
going to see The Player or something. 
But if it's a slice of reasonably -priced 
platform action you're after, this 
knocks anything that Robert Alt man 
could come up with into a cocked hat. 
J Nuff said? 




SPIKE IN T 

Codemasters £7,99 






What a treatl A double dose of platform fun from the Darling boys 
this month! And, if I'm not mistaken, the second attempt this 
month to launch a new rival to Dizzy upon this world- HoweV' 
er, I can't quite see a fat little viking fellow capturing the collective imagi- 
nation of the gamesplaying public. But then again, if a stupid egg with a 
safari hat can do it... 

As I've just revealed, 5pike is a viking. But, as the screenshots testify, 
he is in fact nothing like the rather svelte young figure performing athlet- 
ics on the front of the boa. Rather he is a short little podgy geezer with a 
red beard who bears a striking resemblance to Hagar the Horrible. 
After a quick perusal of the grarnatically nightmarish instruction flysheet, 
we learn that Spike the viking's pals have been locked away in the dun- 
geons of the local castle, and he has to go and save them. So off we go, 
walking through the village streets, popping into houses, collecting objects 
and avoiding these horrible little rat sprites that run around the cobble- 
stones sucking Spike's energy. Unlike Dizzy and Seymour, Spike isn't much 
of a platform hero - he can't even jump - but he can move into and out of 
the semi-3D screens, Other than that it's much the same story as previous 
CM efforts. You can have limited chats with characters,, give and take 
objects blah blah blah. Predictable? Yes, Unsophisticated? Yes. Fun? Well... 
yes, actually. 

I didn't enjoy Spike as much as I've enjoyed the Dizzy games because I 
like a bit of leaping about and Spike's rat-dodging isn't quite as much fun. 
Also, the object manipulation system leaves a bit to be desired, and often 
results in players picking up the wTorig thing, dropping objects they want 
to keep and so on. Hardened arcade adventurers are unlikely to be chal- 
lenged, but it's a pleasant enough diversion that once again proves that 
Codemasters know exactly what punters expect for their eight quid. 

T1NKY RATING: 79% 
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PREMIER MAIL ORDER 

Titles marked * are not yet available and tvill be sent on day of release, 
/tease send cbeque/PO/Access/Visa No. and expfoy date (Ctieqnes & PO's payable to 

Premier Mail Order) to : 



Dent THO08, Tiybridge Ltd., 8 Buckwins Sq.. Burnt Mills, Basildon, Essex, SS13 1B|. 
Please stale make and model of computer when ordering. P&P inc. UK on orders over £5.00. 



4 Wtael Drwe (1 mag) ... 

'2 Meg Degrade.. 54.96 

IS Meg upgrade with clock 26.99 

JOGO-iHruflionKil 32 99 

4D Diwri 11 Meg) .. ,. . .19.99 

u Handle . .16.99 

Alien 3* . 19.99 

AfSftnalFC" 16 99 

Ashes o1 Empire * .2? 99 

Award Winners "... 16.99 

Aodams family . . . 16.99 

AriJus S2 99 

ArDiifll" 22.98 

An- Land Sea 24.99 

Air Support;' , ,19.99 

AlbsredBaast 6.99 

Assault on Aicalrat 1E.99 

AMOS- 25.99 

AMOS 30 . .24.99 

AMQSCornpiler 19.99 

Another Wortd 19.99 

A**tiOtJ 2 6 99 

B 17 Flying Fwtrass |1 mag)' £299 

Bands Tale Triple Pas* ". .. . . ...24.99 

Batman irw Gaped dusader _ a 99 

Batman The MoviE fi 99 

Bank* Chess £ 16 99 

Baastbuslars , , , 9.99 

Beach volley 6.99 

Board Genius 19.99 

Birds Ol Pray (I Meg) 22.99 

Black Crypt (1 Meg). , ...19.99 

Blue Ma* |1 MagJ....'„ 19.99 

Blues Bnjlhens 16.M 

Bonanza FJjos 16 99 

4D SDKir^ 16.99 

But*!*- BdBola 699 

Budokart ., „, 4.99 

Caoel a 99 

Campaign ' &qs 

CasHes(l Meg) 1999 

Chart Attack 1 19.99 

Chasa HQ ....6.99 

Capcom CoHeclion 19.99 

California Games 5.99 

California Games 2 ' 1 6 99 

Carl Lewis Chaiarvga ' 16 99 

Carrier Command 7.89 

Cavadar „ . 12.99 

Cadaver Data Disc 999 

Captive , 1299 

Cantunan 6.99 

Championship Manage* 1 1 Meg) f**3 

Chads Engine * 1699 

Chuc*flock2 - 16.99 

CivilrsHlwn (1 Megf - 22.99 

Groan The Cimmerian' 19 99 

Cwibneulal Cirout 6.99 

CwlCrcc Twins" 16.99 

Covert Action < 1 Magi 22.99 

Crazy Cars 3" . ..16.89 

CncKej 1 magi 9.99 

C-irsf! Ol AMhS Bonds (1 Mag) 1 B.99 

CyOOrlMll Fj99 

Daluy ThDmnson Chakenge 6 99 

Daulros .19.98 

Oflalhonnger . . 19.99 

Qaalh Kjiiglms 01 Krynr* (1 meg) 1999 

rjemciSgale * PJ99 

Disney Animation 59 99 

Diizy Cciechon 16.99 

Double Drager. a.99 

DoubkiDragBn2 899 

Double Dragon 3 . .16.99 

Dragon Nmia _ 6-99 

DneacHflugrll " 32.99 

Dune' 19.99 

Elgira 3 (1 Meg) 24.99 

EpC 19 99 

Euro FoarJHl Champ" 16.99 

EuroSoccar" 16.99 

Eye orl -.n, Beholder (1 megl '9 99 

£^e ft ;h« Beholder 2 41 Magi 21 99 

Eye ol !ria Storm ' 19.99 

F1&Slrfce Eagle- S (t Up) 21 99 

F ie Combat Pllcl 7.9.9 

Fi»3mlinFigiTlir 19.99 

Fifcona" 34 99 

FinaJFqhi 16.99 

Fire and Ice .. „ 16.99 

Finn Samurai * Mega Lo Mania 1 9.99 

Flag" 19.99 

Fight of The Intruder .14.99 

Fttod . ...8.99 

formula On* Grand Pri* J 1 Mag) 25.99 

•"Oulbal Director 2 ft Meg) 16 99 

Football Craiy 16.99 



un SthdOl 4 5 -7 16.99 

Fjn School 4 7- 1 1 16 99 

Fun School 4 under 5 .IMS 

GUc . 16.99 

Sanies '92-Espana 16 99 

Global EHecl (1 magi 1999 

Gaunter. 3 -539 

GnQSlUUSlers 2 6 99 

Ghouls. And Ghosts 6 99 

GOlAls" 16.99 

Gods . . 16.99 

Oodlattwr Artan 19.99 

Godtalhar Adventure '{1 mag) 19.99 

Graham rjooch . ...19.99 

Graham Taylor _ 16.99 

Gu-lship 2000 ' 1:193 

Guy Spy- , .26.99 

Hara Draw. 6.99 

Harpoon MMeg) z299 

Harpoon Baltlesel 1 SJH 

Hatpoon Baltlesal J 9.99 

Hajpoon S»narki Editor 13.99 

HMd Ovijf Heals 6.99 

Hearlof China (1 Meg) J2 99 

Heirndal (1 Meg)... . ..19.99 

HarleOLiin . 16.99 

Httl-Aerj GukM 7.99 

HOOk ' 1999 

Hunter 19.99 

Hudson Ha*A . . . . .16.99 

Humans" 16.99 

ttnBMhanl 1999 

K* 699 

Immortal (I meg) ,. . , 899 

Indy JOWS^AIIafflis Action " 19 99 

Indy JoneaAllaincj AoVentura "(1 m*gt 19 99 

ln| -Spons ChaliflSS" 16.99 

lsh»* 19.99 

tvanhOB . 699 

Jaguar XJGaOj 1 1 meg) . .16.99 

Jbc< Nichla&i J E lira courses 8.99 

Jacn Nicklaus untimited Golf (1 Meg) 1 9.99 

Jack NickJaus Clip-art 999 

JiT'iiy WMes K-too^fcr . ,„ ...19.89 

John Madden . .16.89 

joh" Barnes 1 1 ffleg) 1 16.99 

Keys To Maranrmn _ _ _ 19.99 

KJc*Qff2 999 

K<*0ff2|1 Meg) 1199 

Kngs Qu«s( 5 (1 Meg) 22.99 

K/iigniirtans I999 

K.02 FmalWhslle 3 99 

KO.2 Giants ot Europe" . 7.99 

K 0.2 Anurn on EuvpB 7.99 

K 0.2 WnnflB Tacbcs 599 

K.0.2 Supar League . .9.99 

KnighlsolBieSky t1 meg).. .22.99 

laslN*ija2 5 99 

LaslMfijaS .16.89 

Lasef Squad 2 ' i$.99 

LMnder . .1699 

LeaaTer Goddasa 7 99 

Leisjjre Suit Larry 5(1 Magi , . 2299 

Lemmings . . 14.99 

Ummin^s Construction Kit ' 18 99 

Lemmings. Dala Disk 1 3 99 

Legend 19 99 

Lethal Weapon 3' . .... 16.99 

Lord c4 trie Rings „, 19.99 

Luw fl< Tha Tempi nass 19.99 

Magic PDokBls ,16.99 

Magi= Flf .. .S.99 

ttega Foflress. (1 Meg)" 22.99 

Mega Lo Mania 12.99 

Maga Sporta" .19.99 

Mega Trainer 1 (1 Mag) _ 19.99 

Mega Traveller 2 ( 1 Meg) 19 99 

Mega Twins . .16.99 

MicTDprose Com (1 Megl ....22.99 

MKiTj^rOs* Soccer 699 

Mig 29 Supar Fiacrum 26 99 

MccnstaneMMeg). . 19.99 

M1 TsnkPUbxn 19.9S 

MOnigl-ii: Rssisiarce 6-99 

Midwinter 241 Mag) 32,99 

Might and Magic 3 29.99 

Myth .16.99 

Mew Zealand Siory 6.99 

r4gal Mansell World Champ* 1 B.99 

Nighttyaed - Action .6.99 

Ninja Collection .13.99 

Operation Tnundertoll 6.99 

OptfaMDftWoH 6.99 

Oik 1699 

Pang.... 6.98 

Paperboy 2 i$.99 



PansoiSlars 16.99 

Pegeasus 16.99 

PGA Golf Courses 9 99 

PGA Tour Goll 16 99 

Pmhall Owe 16.69 

Plin 9 From Outer Space ' 19.99 

Player Manager 1299 

Platoon ,b%3 

Poas.QlO*r1in#*si:iM^i ..1999 

Populous a.99 

Populr>js2|T Meg) 1999 

Powerdritt . ..6.99 

POwermoiigar 19.99 

PowarmDnger Da1a Disc I g.99 

Premiarer; 1 Meg)" . 19.99 

F1 TjtW 6.99 

R Type 2 16.99 

RBI2Qasebal . .19.99 

fl*n*0 3 .6.99 

Rawibow Cotacnon 1399 

Rainbow Islands 699 

Railroad Tycoon l iMg) . .2299 

Ramparts", . 16.99 

Realms (1 Mag) 19.99 

fled Baron tl Meg) 22.g9 

fled Has) -6 99 

Reach lor me $*u« " 22.99 
Senega* 6.89 

Rick Dangeraus 6.99 

Rise Cn TJie Cfagon (1 Magj 25 99 

Risky Woods" ...16.99 

fiaoocop 6.99 

HO0ot;op3 16.99 

Rooocod 1$.99 

Rugby Wortd Cup 1699 

Rues of Engagment 16 99 

Run The Gauntlet 6 99 

Sarssjle S<x»* 16.99 

SBCrei 01 Morrtey Island it Mg) 16.99 

SbghH dI MonWy Island S (1 Mg; 24.99 

Shadow Lands 19 99 

Shade* Sorcerer 19 99 

Shadow Warriors. 6.99 

Silly Putty" 1B.99 

Shinolii 699 

Shoot Em Up KH 6 99 

&**prn .e.99 

S*r(5*W*2 (1 meg) 22.99 

Siffl Ani 25.99 

SimCly-t Populous 1999 

Simpsons . .16.99 

Ski Or Die a 99 

Space 1669 |1 meg) 19 99 

Space- Crusade , ,. . „ 16.99 

Spaee-Guti. 16.99 

Speaal Farces (1 Mag).. 22.99 

Strider .6 99 

SlriKer 1 6.99 

Strip Pokar 2 - Data ..6.99 

Super Hang On & H 

StkjhJe" 34.99 

Slum Car Haoer £.99 

Switchblade 6 99 

SwfthHBtie2 1699 

The Manager .1699 

Ttaflllr*!***.. 19.99 

Team Yankee2 (1 Meg) 19 99 

Teanaga Mulam Tuflles 2 16 99 

Temiinaw2 16 99 

Their Finest How ..19.99 

"Pleii Fihesl Missions 9.99 

Thundernawk 19.99 

Tip 0*1.. . 16 95 

TiluB (he tor. 1 6.99 

Toki 16.99 

TrcadleTa* ... 16 99 

Tufto dhallerge B.99 

Turtio ChallBngB 2 16.99 

Turtio Challenge 3' , ,1699 

Turbo Outrun .6.93 

Turrican 699 

Tunxan2 999 

Vf Spcfls eetHOar .. ., . . . 19 99 

UMS-2HMeg| 19.99 

UflKHjchatHM 6.99 

tWirnaS |1 Magi iy.99 

Ulcpia 19.99 

Miopia Dala Disk* ...9.99 

VOyarjer 6.99 

Wing Conmiandarfl Meg)' 22.99 

Wcflchid IB.99 

Wold Cup rjrcfcal 1 Meg 19 99 

Wand Wrestling Fed 16.99 

Wiiball 6.99 

Willed" ,1699 

2ooi ■ Station ' 16.99 



JOYSTICKS 



Quickjoy Jetfighler 10.99 

Qu-iLkjoy ME»gdboard _ 19.99) 

Cheetah 125+ ,,. _ ..,,..6.99 

Camp Pro Exlrat 14.9)9 

Quichioy Turbo 2„ 0.99 

Quickshol 3 Turbo {Sega Comp(..9,99 
Qu Ichjoy Topslar ,....„,.„„ 1 &,y*3 



BLANK DISKS 



'I'up QuLililv t nbrandi-d Disks 



IOkJ.S" usdij 

Ms5J"DSM) ,.,„,..., 

filts.l.S" USIM) 

MM1 *, J.S' 1 USUI I 



_„ ,„.„„.5 r 'l* 

,™™JJ*W 

2.VW 

,.^ 1T n „. n „44,w 



BnUMled Disks 

JJ" BSDO ___ „.„ L15 E«ch 

5,25 M lism*„, „™,.».7S tjch 



Flight of the 

Intruder 

now only 

£14.99 



E.A.SPECIAL OFFERS 



ONLY 

£8.99 

EACH 

Battlechess 

Centurion 
& Imperium 



SPECIAL OFFER 



KICK OFF 2 Umeg) 
NOW ONLY £11.99 



SPECIAL OFFER 



Mega Lo Mania 

Now Only 

£12.99 



SPECIAL OFFER 



Cadaver 

N(iw Only 

£12.99 



- - -•■ 



mm 
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COMPETITION WIN 



E R S 



YOU LUCKY, 
LUCKY 



Are you ready for the thrill 
of learning that you have 
become one of the luckiest 
people on earth. Lucky 
enough to win a One 
competition? You are? Then 
read on. 




^mtW 



Obviously, many hundreds of thousands of unfortunate 
entrants will have their hopes and dreams dashed to 
pieces on the cruel rocks of fate, and will no doubt lie 
awake at night crying and worrying why they weren't 
selected. Should they have used nicer handwriting? 
Should they have used that postcard with the kittens 
on? Should they have included all their entries to dif- 
ferent competitions in one envelope? Ah, these 
thoughts lead to insanity. 

The simple fact of the matter is that you never give 
a thought to all the unfortunate people who don't win 
so long as you're one of the winners. And there's no 
way of making us pick a particular entry, you know. 
And that's the delicious randomness of -it all. All the 
brightly coloured pens and Mr Men envelopes in the 
world won't help you win, although they will brighten 
our day. 

So, with that sobering thought, let us inspect the lists 
of winners of the competitions in the first two issues. 
And in order to prove our impartiality, we shall detail 
the style of entry. 

If you are one of our lucky winners, you should be 
receiving your prize in the post within about two 
weeks. If it hasn't turned up, feel free to ring up 
and ask to speak to Gary Whitta. 



JAGUAR XJ220 

Way way back in the mists of time (well, in issue en*, in fact) we offered the chance 
of winning a glamorous and exciting model Jaguar XJ22G worth well in excess of 
£200. 

The Answers : 

1) Core's only other car game pS, of course, Car-Vup. 

2} Jaguar won the Idst Le Mans 24 hour race in 1990. 

3) Core are based in Derby. 

And the lucky man who managed to got picked out of the hat for his corrw t entry 

is Stuart Southgate from Doncaster. (Standard envelope, interesting use of biro & 

felt tip pens) 

GAMES INDEX 1 

What a massive response! Literally trillions of replies flooded into the office in 
response to this little brain teaser, and that's no lie! And rising to the top of the 
heap was, .. Jason feet from Carlisle, (Sealed while envelope with answers on the 

back. 

And those answers were: 

1) Encounter and Mega-traveller X had 72% sound ratings in the index that month. 

2) The highest overall score in the index that month was 96%, awarded to Popu 
loui 2 in fact. 

3) Our biggest gripe with Rise of the Dragon was that it was too easy 






GAMES INDEX 2 

What an even massiver response! Literally trillions of replies etc. The winner this 
time was Ayman Agabani from London. (White postcard, black letters). He had the 
correct answers, which were: 

1 ) The lowest scoring load of old crap in the index in June was Space Quest IV 
receiving a. stern *9% 

2) The skillful game winning 90% marks for grpaihes sound and payability was 
Project X, 

) The Ultima game to have come from the fine quill of Lord British is Ultima 6 



31 
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IN A HARD DRIVE 

Remember back in June when the fine Sierra fellows gave Ml a big hard thing 

(bar bar). Well now it's time to give it to,,, Philip McCarthy from Warwickshire, 
(Berol Roller if we're not mistaken with a little stick on address tab.) 

The Answers; 

1 ) Sierra's futuristic detective adventure was called Rise of the Dragon, 

2) The programmers behind Sierra's Space Quest call themselves The Guys from 
Andromeda. Not, as some at you helpfulls Suggested, The guys from In House. 

3) The hero of Heart of China was Lucky Jdke Masters, 

Those who didn't win the hard drive but did wh, a copy of the forthcoming Cas- 
tle of Dr Brain are: 

Graham Wynn (ironic eh?) from Southsea in Hants, Robert Smith from Edgbaston, 
Neil Brewer from Basingstoke, Jason Morrison from Portadown, Andrew Clifford 
from Leicester, CJ Robinson from Notts, Martin Chester from Kent, Mr c Chan- 
dler from Birmingham, Nick Guderis from Cheddieton in Staffs and last but by 
no means least, M. Munoz, from Southport in Merseyiide. 



DUNE 

June was also the month we ran our Du.re contest, offering a Dune bumper pack 
of the movie, the original Dune bonk, the game and a poster to the man who 

could answer our especially tricky questions. The answers, for your information, 
areas follows: 

1 ) The actor in Dune who likes cherry pie is Kyle Maclachlan (who is Agent Coop- 
er in Twirl f*eaksj 

2J There have been six Dune Books. 
3) The connection between Dune and turtles (which only a tiny fraction of entrants 
got right) is, of course. Sting. Because one of his groowey discs was called "Dream 
of the Blue TurtlEs". 
The winner of this one was Stephen Meath from Merseyside. 



I 



Well done to the winners, and bad luck to the losers, Better luck next time 
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64 PAGE COLOUR CATALOGUE 

YOURS FREE! WHEN YOU COMPLETE & 
RETURN THE COUPON BELOW 



FREE! FROM SILICA 



O Commodore AMIGA 



> 




ARCM 



ACTION GAMES Pfl 





WiEr you \n/f yrxn how Amiga compiiler it air 
Silc-a ^ slews. ■« wll gwe you an uHBonaJ 

E35J73 wwth ort totae- FRE"E OF 
CHARfjE. including same jjncii enienainmenl 
ard piDduclMly pnoaiwis. These fae gilts 
will introduce yw to (ha world at conpulrta 
find help you Id pat off Id b ttying it 
yoiir new Amiga Plua, with evipy Amga tnyr] 
SHis* us w«l givt you IS molns FflEE holda* 
bold actsmmcdflrto'i Ice you and raur tatnli.' 
to ar|C^ a. Break, al hgms or atnoan.' 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

F*«y Sm^a 500 art 6CH Injm 5*06 com™ 
lURnlud .ft> h Iraa ?i pi™ cntiur bmctio'd Mh 
KxcnvriDdlSan «XBt»t tWm gmt J peoan In 
UHlf cp In a fcnU ot 16 nohn « Jrv d iM tiotr* 
■Mth ftjipji'iib-jctalwi Pft£E. Alyog li*ns in ptnrfcr 
jKfymrnnMt; lf»i;#ii«r bLtodmlMj tfctfural 

WORTH 
NEARLY 



ARCADE ACTION PACK: 
10 Superb emefMirtrienl (hies: 
ASTERW . _ E?A99 

CHESS i°tAreR !)5Q CS4.9S 



DRrfW FORCF 


£19.95 


IJWE ANQ LET OF 


C19.99 


CH&AUSM7 


r.21.99 


PIPE MAWA 


S19.99 


fflJCK awGEJTOtAS 


£24,99 


flOCK W ROLL 


t1».» 


SKWEiTK 


. £19.99 


rflVWAt. PURSUIT 


£19.95 


PRODUCTIVITY: 




PHOTON PAINT a.0 


EB9.9S 


TK* f*flWiim-tl*) p»ir niibigi 


GFA BASIC V3.B 


cso.oo 


A pcF*w hw trtqvroKr 




TOTAL MtlfF. 


HS9.73 




ARCADE IWBWS 



LIMITED OFFER! 

STANDALONE MODEL 







CARTOON CLASSICS 



ItaUtaaHHHHHH 
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AMIGA 501k 

INCLUDES 

HJUBK, KFTPI 




1Mb AMIGA 500 PLUS 

BUILT-IN 1Mb DRIVE 

AS20 IbLEVISIQN MOOULAlOtf 

THE SIMPSONS - BART v SPACE MUTANTS 

CAPTAIN PLANET AND THE PLANETEERS 

LEMMINGS _ __ 

DELUXE PAINT III 



PLVif - FREE FROM SILICA 

• PHOTON PAINT V2.D 

< ARCAM ACTION GAMES PACK 

• GFA BASIC INTERPRETER U3,S. 



fH*.S9 
FREE 
FREE 
££4.99 
£25.99 
£25.99 
£79.99 



• 512K AMIGA 500 COMPUTER 

• BUILT-IN 1Mb DRIVE 

• A520 TV MODULATOR 

• MOUSE CONTROLLER 

PLUS! 

FREE FROM SILICA: 

• PHOTON PAINT 2.0 

• ARCADE ACTtON GAMES PACK 

• GFA BASIC INTERPRETER V3.5 

• 16 NIGHTS HOLIDAY 
HOTEL ACCOMMODATION 




AMIGA 600 

f 2(U HAFD DISK 



TOTAL PACK VALUE: 

LESS PACK SAVING. 

SILICA PRICE: 




{ 



PLUS! 

16 MIGHTS FREE HOLIDAY 
MOTEL ACCOMMODATION 




Tho 4BO0 nuriu Tj na» n-n ul Jjn^a ccnpytera Ma» co"imk1 rtian rw A500 die 
MIB'^Si tuH nlUbdmo TvMahHky Jii»"«l IDE nwtfonm ripHim; beamy 
mo a hart -in* rMt in* .l.ii V S.-aH raid s4« In onsmrKdaln POM. RAM « 
98m» tank. «oSei b acwi ihwhl*mMI Snll )n M idol and nKflrtnd 
Kfumnn stoi likHmmiti *w sMiaM MM ind wnV, UminU ■ IvA 

• 1Mb AMIOA 690 INCI Hand D ■-. £399-39 

• DELUXE PAINT III tfMj HO vjfwi erw^l I7B-.S9 

• 'MYSTERV GJ.U6 !0>Jt HD veratift onf/1 MNMU 

• 1 YEAB t*OME SERVICE WABRANTV 
PiOil 1 - FREE FROM SILICA 

• PHOTON PAhNT V3.0 , . £S9.$; 

• ARCAOE ACTION QAMES PACK W1S.7B 

» GFA &*SIC INTERPRETER V3J BOW 

PIUS' TOTAL PACK MLUF; TE39 71 

1S- NK5*tTS FREE HOLIDAY i^SS PAOf S4W«!- £-140 71 

ACCOMMODATION SILICA PRICE: £399 M 




NnuiptDDISKOn ««-w<; 



3-nwtv HinD Diax Os< SWCnra: 



Ca^n»?*j<» nas 1 BleaE*d irts» r>ew CDTVdnv*atcfih»Amiaa5«)aiiciBW 
ccipuleft iirpiv sijii lite ctrne urno roj- An-ijn nr*i -pna.j nare tie power to 

• USE THE SUCCESSFW. «ANGE OF CDTV SOFTWARE A rnst nrrn,' nl 
mes ara annnbole now and more are being Tinnsnd 51 tr« imj wtti its 
CU't dbil'.v til -ulrL^H 54CAJb t:J lain |^cr 610 Arr-fia ll^Oy da*d!). H k 
tie iueal ireda i^r SO^Aane DaSM A'OuTd eiilcrlarriienl, rn.i'JC 

fttt.KTJitcfi «9feran» and iitueh man! 

• PLAY NORMAL ALJfflO CCH. *15 lijfl qualny CD Ftay« it it iww 
snmptr^i mputt sound quaWy trial B equal laDne beat ipp er>d CO ,-itsynr 
n'/nr.iNn Ipnay. the CDTV d'h» Jvaa ytu lh« jt^ny In p"ngr*n 1hn CD 
Player nn-acreentDaetBCi naivltimpay, pm-iei pu>- txnnr *-.^ Tijp-. mora 

• PLAY AND SEE CDtG CDi bkil nnly do you gel ntfi ouahv audi) but 
CBi G (CompKl Disk * GrapttKSJ p"Mi,cafl aaptto or, mreen wti» Iha 
u.ick is nia^ro Tbes? araph(6 are oaoalh/ oaisd cr urn nvmo oi ina 
tractor can be lite ly e« of 0* song. 



AE-?0 CO T '« Oro »ri? !<ir AMQ K^hom i 

* *504 tOOtiCir* 1JM In- KEfadjrt 7 .4>-ji^t> 



£299 



£349 £299 



HT* CCP UMS 



*Lt PRICES WCLUCE VAT ■ CcLViR^ 15 FHEE C^ CHAflSF in TkE JK. MaiNLft^D 



[^llJ^^YSTEMS_OFFER_YOUj 

• FREE OVERNIGHT OEUVEHY: rjn all hardware outers at-iiffl*d n 1ha UK matnlarm 

• TECHNICAL SUPPORT HELPLINE: Team g| tscrtrical aspefts at your »rvk». 

• PRICE MATCH: We nomially manch campetAors on 3 'Sith product - Sam* pric*' basis 

• ESTABLISHED 12 YEARS: P^bven Ira* reoBTl in pnjfessonal corapjbar sales 

• BUSINESS * EDUCATION * GOVERNMENT; Volume diaoaimfe SYslsbe M1-3MMBS. 

• SHOWROOMS: tjfc-mjnslration ard iramng faciliiiK al our Lmdan £ SWtup brarahas 

■ THE FULL STOCK RANGE: All of your nacfui rem ants fiuin ana supprar. 

■ FflEE CATALOGUES: WHI He ma**! w you mtti otters and Softwira'parisheiBl d«aila. 

• PAYMENT: By t«h. chequa- a/id all maior e*ftd[ cards 

Helore ycm deadfl when bo buy your naw Amiga ODmpolar, vne suggest you thnk vaty canatuty ibout 
VVHEHt you buy h Constdar whaa <t ™\\ be likt a tew months atler buyina your Amiga, whan yuu may 
require a[Mlno^a , penchsfats or sotlmra, Of nels *rtd Bidwoa with your new porthase. And. will One 
eomparsir you buy Irom contact yco w*i details ot new product^ At Slica Sysleare we ensure lha! you 
will bav* noffiing to -wny auoul. We Itavt tnwn estatished lor ouei \2 yeafs and, with our unnualeii 
enoerarce and Expertise, we can now claim to •need our cu9tClm*r$ , raquirBrrams with an 
unckjrsianding '*hBfi a aecdnd to none. But donl |USl lake *jr wotJ for it Compter*) *nd natum the 
coupon now for our latest Free Wermurft j)nd begin to expedience H-i& "Silca Systems Serrtce'. 



MAIL JRDER: 

Odtf Lrat Oaaft fctovg^i Uj/On 



.DN3DN SHOP: 



1-q The mhh, Hltttrty Ril. Etdpup, Kant. D*1d 4DX Ttl M1-MB 1T11 



52 Toltjefinan Ccmrl Road. Londnn W1F C6i Ttl: 071-580 4DM 

Mflrt-fijiH 9 jSOnnKi Cflpn - Up Laic ntf I Doh-i'M F^i >*> DT?.353 dT37 



LLNDE'N SKIP: 5erinda3 R« fiai-. Ovlord Slraal. London, W1A UB Ttl: flri-5M 1234 

OpewiQ HbJt: MWi-Sm i»m«B^ii Uta H^r Ttiunn«, Jit- Barn ^nvr »!i 



SlDtUP SHOP: t-l The Mews. HatriErley Fid, SUkus. Kern, PAU 40K Tel: (A1-3DZ M11 

Laid *iyc Fi J - 
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fax rio: Ml 309 0017 




MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 
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iTo: Silica Systems, uNE/TG/01tVQ8, M The Mews. Hathertey RrJ, SidcLtp, ten! DA14 idiM 
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Address: 



Postcode . 
Tel Mark):. 



I 

' Tel (Homo): 

| Company Nam* 4if appUfflWel 

I Which rxiTipijler(s>, ir «oy. do you own? , BO J 
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0) THE ONE VOUCHER 




ROYAL AIR FORCE MUS, 



BRITAIN'S NATIONAL MUSEUM OF AViATtOtJ 



This voucher entitle; Kilt price entry la I he Royal Air Forte Museu m for one child nihtn .irrom 
p.-inird hy 3 -hill paying Adult. II alio entitles Ihe ume child to a free ride in the flight simula- 
tor. TMl voucher ; .in no! he ui£tl in Conjunction MNth any Other Offef rjr rlitrounl ,ind is nut 
ejjchamjeahle l«r cash. Voucher valid until 31 s< December '931. Royal Ak Force Muie urn, Gr»- 
himr Park Way, Hsndon, Luritlon HW9 5LL. Tel: WS\) 205 9191 iMhrl Opening limn: Daily 
10.00am - 6.00pm (last ticket i»ued i.JOpml Nearest tube: Coindale (northern Line) Road icess 
via the A1 , A41, A.1 1 or North Circular, large free car park. 





A B-17 Flying Fortress! 

(and get into the Royal Air Force Museum at Hendon FREE!) 
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Stand straight, you 'orrible little men! You're not round your 
mum's house now! You're reading The One, and as such 
art? demanded to look smart and pay attention at all times, 
not shamble about like a bunch of tramps. You there, in the smelly 
tracks u it top with the floppy hair - yes you! Don't you know that 
you're supposed to be entering a competition? What competition? 
WHAT COMPETITION?!!! Only the most splendid competition in 
the history of aviation, that's what! It's the One & Microprose & 
The Royal Air Force Museum's B1 7 Celebration Competition! 

Now. Eyes front, look sharp! Microprose as you should know if 
you had your ears open during basic training are the top people 
when it comes to flight simulators, and they currently completing 
work on their latest effort, B17 which accurately recreates all the 
thrills and spills of piloting the famous aircraft on bombing mis- 
sions over wartom Europe. 

And in order to celebrate the forthcoming release, they're run- 
ning a competition with The One for twenty five of you unde- 
serving rabble to win copies of the game. AND they're giving you 
a chance to go to the museum at Half Price and go on a flight sim- 
ulator for free! 

So, I want a nice orderly dispersal. One by one, I want you to 

take a pen and fill out the competition coupon. Then, I want you 

to take a pair of scissors and snip out both the coupon and - wait 

for it - the voucher, TAKE the coupon to the post office. TAKE the 

voucher to the museum. 

CO! 



The Questions 

1) The B17 was featured in which motion picture. 

a) Memphis Belle 

b) The Dirty Dozen 

c) Biggies - The Movie 

2) Name Microprose'* recent driving smash hit. 

a) Vroorrt 

b) Jaguar XJ330 

c) Formula 1 Grand Prix 

1} What's the highest scoring Microprose in our own glam- 
orous Games Index? 



The Rule* 

The competition if not open to employees vt Emap Images or Micraprai£ at their nlxtivtt. Till 

campn ciolM an August H»t. The editor's decision K llPHd and no lorrespondenc* will be entered 
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Address: 
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Answers: 



1> 
3) 
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Andrew Braybrook, famed for such Amiga classics as Paradroid 90, 
Rainbow Islands and Fire & Ice, has recently started work on his latest 
project - Uridium 2. A sequel to his blockbusting Commodore 64 blaster, 
Uridium 2 looks set to be his best Amiga work yet. This month The One 
EXCLUSIVELY begins serialising his no-holds-barred development diary. 

Month by month and in his own words, 
Andrew will take you through every 
step of the game's development, from 
conception this month to completion - 
hopefully - at the end of the year. As 
the work progresses, you'll be privvy 
to the latest screenshots, along with 
Andrew's most intimate thoughts, feel- 
ings and programming tricks. You thought 
the Princess Di serialisation was big? 
You just haven't seen ANYTHING yet! 
Take it away, Andrew... 



PART ONE - THI f TORY SO FAR 

The initial foundations for Uridium 2 
were laid down in early 199-1 during 
Fire & Ice's development. Having got a 
smooth-scrolling system working, 
which allowed easy background ani 
mation and didn't take up too much 
time per frame., it seemed a good idea 
to save a copy of the bask system to 
another project directory. I could then 
carry on adding routines specific to 
Fire & Ice's needs and not have to 
remove them later for Uridium 2. This, 
as it turned out much later, was near- 
ly a good idea. 

The idea of doing Uridium 2 on the 
Amiga had been around since 1987 
when I bought my first Amiga, an 
Amiga 1000, from Gary Liddon, erst- 
while journalist and programmer 
extraordinaire {at least that's what he 
teils me). My first naive dabbles with 
DPaint resulted in some fairly crude 
mock-ups of what the game might 
look like on the Amiga. Since then 



Graftgold has expanded from a two- 
man outfit to an eight-man one, and 
my graphics ability pales into 
insignificance against the expects 
tions of Amiga owners today. I shall 
thus refrain from doing too many 
pixels for thi\ game but any that I do 
lay down' I will sign personally. 

I spent a few evenings changing 
the playing window size and testing 
out the 32-colour sprite plotting rou- 
tines. I try to write all routines to be 
a£ flexible as possible so I can just tell 
the assembler how many bit-planes, 
i.e. colours, I want to display and the 
routines will still work. I really do 
want to use 3 2 -colour backgrounds 
in this game and, without going into 
too much detail about why all Amiga 
games aren't in at least 32 colours. 111 
probably he cursing that decision 
later. 

All work totally ceased on 
Uridium 2 a short while after- 
wards when we decided that 
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our choice of publisher for this game 
was limited by the publishing ■rights 
to the original Uridium being In the 
hands of an administrative receiver. 
This has since been resolved and 
Graftgold now has all publishing 
rights to future variants of Uridium. 
It has taken another six months to 
actually restart the project as the 
pace on Fire & Ice hotted up (excuse 
the pun) and all my time was taken 
up finishing that off. 

It also seemed appropriate to start 
the project proper on a sensible PC 
rather than the heap of scrap metal 
that my old 8088-based PC has 
become these days. Let's be honest 
here, it's down tool* brothers until 
we get some realistic tools to work 
with ■ I'm fed up with emptying the 
lake with a teaspoon! When it takes 
about four minutes to change one 
line of code and try it out, you've for- 
gotten what it was that you wanted 
to test Coding these days involves 
very, very large programs and you 
need professional tools and high- 
speed computers to deal with it all. 
Take Fire & Ice. The actual game 
code, excluding our operating sys- 
tem, must run to about 60,000 lines 
of code (and I don't mean the inflat- 
ed figure that the assembler spits out 
after expanding all the macros). Just 
60.000 lines of handwritten code 
would take about a whole box of 
1000 sheets of fanfed paper to print 
out. if the printer lived that long! 

Anyway, the story has a happy 
middle at least as I'm typing this on 
a 486DX turbo-nutter machine with 
a 100Mb hard disk whose only desire 
in life is to do my bidding but yes- 
terday, instead of making an 
appointment for a week's time. The 
old machine sits under another desk 
in shame, full up, burnt out and 
redundant. Graftgold is dragged kick- 
ing and screaming back into reality 
from its little world of slow motion. 
Work has continued now at a 
cracking pace, and the first thing 
that happened was a total 
rewrite of the scrolling system 



so carefully removed from Fire S Ice 
at the beginning. I said it was only 
nearly a good idea, That system was 
good for Fire & Ice because I wanted 
lots of background animations using 
1 6 by 1 6 pixel super-characters, Urid- 
ium 2, as I see it, requires little or no 
background animation - no boiling 
porridge, rippling sea, rising bubbles, 
waterfalls or spinning pick-ups you 
e. 

Instead I want to be able to reflect 
background characters and have 
alternate palettes on individual 8 by 
pixel characters. This is more akin 
to the C64 and certain other newer 
computer-type machines that are 
best left unmentioned. The scrolling 
rewrite took about two days and did 
everything that I wanted and it was 
good BUT it was a little on the frame- 
time expensive side when scrolling at 
high speed, and Uridium needs high 
speed like Nigel Mansell does. 

It's one thing scrolling at a couple 
of pixels a frame; you can build Up 
newly scrolled data over the next 'n' 
frames before you cross a 16-pixel 
boundary, which is the resolution 
that the Amiga coarse scrolls by. This 
beast requires scrolling at up to 8 pix- 
els per frame, leaving only two 
frames to build a stripe of new char- 
acters on the leading edge of the 
scroll. 
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see it, requir 

little or no 

background 

animation - no 

boiling porridge, 

rising bubbles, 

waterfalls or 

spinning pick-ups 

like in Fire & Ice." 



THE GAME 

For those of you not familiar 
with the original Uridium, 
here's the deal: 

There are these 'fifteen 
giant alien 'super-dreaO- 
noughts' lumbering towards 
the solar system, sucking the 
mineral resources from plan- 
etary cores as they go, 
You've been dispatched in a 
Manta-dass space fighter to 
put a stop to all the 
nastiness. Basically what this 
entails is super-low flying 
across the horizontally- 
scrolling tops of the cruisers 
(each one is so big it's a 
level in its own right), weav- 
ing through the metallic 
superstructure and doing 
battle with dreadnought's 
squadrons of drone fighters. 
Once you've landed on the 
runway at the other end of 
the ship and set the self- 
destruct sequence, you must 
escape back the way you 
came as the ship explodes 
around you. It's super-fast, 
super-frenetic - and super- 
difficult. 

When released in 1986, 
Uridium 'pretty much swept 
the awards board, picking up 
Best Arcade-Style Game, run- 
ner-up Game of the Year and 
Programmer of the Year for 
Andrew at the Golden 
Joystick Awards. Andrew also 
scooped Programmer of the 
Year and Best Shoot-' Em-Up 
at the NewsfieJd Awards. Oh 
yes, and it got to the top of 
the charts as well. Hardly 
surprising lie's doing a 
sequel, is it? 



The upshot of all this is that 16 bit 
computers don't much like working 
in bytes; it's no quicker than work- 
ing in words (that's two bytes nailed 
together), so I'm back to working in 
16 by 16 pixel lumps which I can 
reflect or change colours of. This 
reduces the scrolling overhead so 
that I can run a sensible number of 
sprites around on the screen. So 
what do we actually have on the 
screen? 

Well, graphics work actually com- 
menced at the beginning of June 
1992 with some background blocks. 
I haven't put any into the game yet 



as I don't have a suitable mapping 
program that can do what I need, 
and I don't want to spend two 
months writing one on the Amiga. 
Steve (Turner), Graftgold's boss-man, 
has promised to write a generalised 
mega super mapper on the PC, so I'll 
wait for that. I don't need back- 
grounds just yet. 

So what's actually on the screen, 
then? Well, I've got a couple of rough 
Manta frames done on D Paint and a 
load of numbers where all the frames 
of animation should be so I can check 
whether the program is working, and 
I've got a few test background 



blocks, again with numbers On so I 
can see if they're working. Oh, and 
I've done a score panel with the game 

name on... 'Uridium 2' in large friend- 
ly letters! As from tomorrow I'll log 



things a bit more formally so we 
don't get sued by the Equal Rights 
for Diaries brigade. I've already got 
the dates done, all I have to do is fill 
in the rest,.. 



NEXT MONTH! 

The pace hots up as the Uridium 2 
super-diary begins in earnest. 



The One is the only magazine you 
need for a totally comprehensive 
window on the Amiga games scene. 

Each month we'll be bringing you 
the hottest games read available, 
with the first reviews, exclusive 
Work In Progress features, 
entertaining articles and invaluable 
tips. 

And every issue of The One will also 
carry two cover-mounted disks 
crammed to the very gills with 
playable demos, complete games 
and exclusive custom -written 
interactive specials unavailable 
anywhere else. 

• Subscribing to The One guarantees 
delivery to your door of the next 12 
issues of Europe's essential Amiga 
games magazine. 

By subscribing to The One you can 
be sure of priority access to the 
essential reviews, previews, features 
and news stories each month. 

• Over your next 12 issues, we'll be 
working hard to deliver you the very 
best in cover mounted disks. 

• Subscribe to The One and be 
confident of receiving the ONLY 
authoritative guide to Amiga 
entertainment. 

Choose from one of the following 
classic Core Design games: 

Wolfchild 

Chuck Rock 

Corporation 

Car-Vup 

Frenetic 

Torvak 

Warzone 
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WOLFCHILD 



Guide Saul, the powerful wolfchild. in 
his quest to seek revenge on the evil 
Chimera organisation - who have 
murdered his family and kidnapped his 
father Change his form to that of a 
powerful psychic werewolf as you fight 
your way through five levels of action 
packed adventure. This games is totally 
addictive! 



CHUCK ROCK 

Help Chuck Rock in his quest to rescue 
the beautiful Ophelia from the clutches 
of his arch rival Gary Gritter. Kick, 
throw rocks and belly-butt your way 




through a multitude of comical zones 
featuring 500 screens of exciting and 
addictive game play. 

CORPORATION 

Your role as a Zodiac agent is to 
infiltrate thesurteen-floor 
headquarters of the Corporation and 




• 





!]jf tfiTjIJJ 



locate and obtain an embryo from the 
building's foetal laboratory. Arm 
yourself with special tools, avoid the 
internal alarm systems and multitude 
of security guards, A sinister adventure 
game set in a complete 3 dimensional 
environment. 



CAR-VUP 




As Arnie, you drive round all eight 
worlds featured within the game's 48 
levels attempting to turn Captain 
Grim" s evil back into good. You must 
rescue your kidnapped friends, make all 
the worlds a better place again and 
then go on to defeat Captain Grim at 
the exciting climax of the game. 



FRENETIC 

Is there life beyond the outermost 
edges of the universe? Join the 
scouting team which is sent to break 




through the defences and reach the 
distant edges of the mapped universe. 
Go further than any ship has dared 
venture before..,. 




TORVAK 

Evil lingers all around .... a shadow of 
despair has been cast over your 
homeland. Avenge your people and 
complete the 600 screens over five 
levels to the final confrontation with 
the evil necromancer. 



WAR ZONE 

The year is 1999. World peace is being 
threatened by an unknown enemy 
force, you and your accomplice have 




been chosen to lead an allied attack 
which will lake you through eight 
different scenarios. 



SUBS GUARANTEE 

If you aren't completely satisfied with your 

subscription, you may cancel at any time and 

receive a prompt refund for ail unmailed 

copies, 

Tour software choice is mailed separately to 

your first magazine. Please allow 2S days for 

delivery. 

SUBS SUMMARY 

12 issues United Kingdom £42,00 

12 issues Europe airmail £4800 

12 issues Rest Of World airmail £75.00 

12 issues Rest Of World surface mail £45.00 

We suggest that overseas readers pay by 
International Money Order. 
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ORDER FORM 
Plea** send to The One Subscriptions Sept, po Box 500, Leicester, LEW OAA (please make all cheques payable to EMIAP Images Ltd) 



Name : 



Addras* :,,.. - -..—«*.... ■ - ••»■■ ,....,.. —•• - - .«-. 

„..,,,...,..., Postcode -— - —■• - • 

I would like a subscriptions for 12 issues to The One, please start my uibscription from the issue of The One (please enter month). 

I would like the following FREE game: 



Frenetic 
Corporation 
Wolf child 



J source code: 0O2 7 L 
_l source cod*: 0O25C 
J source code: 002 3T 



Warzone J source co(k: 002GG 
Car-Vup -I source coda: 002 IP 
Chuck Rock J source code; 0024X 
Torvak —I source <o4*= 002BQ 
I enclose a cheque/postal order (payable to EMAP images Ltd) for £ Please charge £ to my Acc«*JVISA/D>ner S C&ub/AmEX 



Card Number : 



Expiry DMv 
Signature : .. 



Fulfilment : Alan Well* International, Memberline House, Farrtdotl Road. Market Harborough, Leicester LE16 9NH 
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Ping! Page 98. This 
page for Public 
Domain, Shareware, 
Licenceware and 
assorted cheap soft- 
ware. Want some 
help with that 
pushchair, madam? 
Right you are, then. 
Please mind the 
doors. Going up... 



WAR 

Shareware (1Mb). 17 
Bit F disk 2003. 

War! Huh ! What is it good for? 
Absolutely nothing 



sang 
Edwin Starr back in the 70s. 
How wrong he was because War ii 



right smart. I'm not talking about the 
real thing, of course, which is all blood 
n J guts, brutal n' inhuman. No, I'm talk- 
ing about this great Shareware game. 
In essence War is a rather simple board 
game for two players (either human vs 
computer or human vs human), each 
assuming the role of Emperor of a mas- 
sive sparf empire. Each player's aim is 
to expand his Empire and rub the 
other's out. 

Play takes place on a small grid. 
Each player tafees it in turn to move his 
spacefleets from square to square. 
Each square occupied is claimed as part 
of the player's Empire. Should the play- 
er move his fleet onto a square occu- 
pied by one of the enemy's fleets then 
there's a arcade-ish shoot-'em-up inter- 
lude to decide the outcome of the bat- 
tle, Although strategically limited, 
there's enough decision-making going 
on to keep the brain ticking over and 
the battles are a great la+f . War is lots 
of fun for one and even more fun for 
two. Pick of the month without a 
doubt. 




SUPER 
PACMAN 92 

Public Domain (1Mb). 
17 Bit, disk 1973. 




Hmmmm, so this is Super Pac- 
mari 92, is it? Well, it's defi- 
nitely Pacman and I've no argu- 
ment with the date but 'super"? Mot 
quite. As always, Pacman must be 
guided around a maze, guzzling the 
yellow pills littering the passageways 
while avoiding four roaming Ghosts. By 
eating rare 'power pills' Pacman is 
given a chance to turn the tables on his 
pursuers - for a brief time he is invul- 
nerable to the Ghost's deadly touch 
and if he can catch them before the 
pill's power wears off then mucho 
points are his. 

The major difference hetween nor- 
mal' and 'super' Pacman is that the 
maze is now about two screens high 
by two screens wide, with the 'game 
window' smoothly scrolling to follow 
Pac the Man on his travels. Although 
good looking, this feature makes it 
hard for the player to plan a safe route 
around the maze. Although the control 
is generally good, Pacman is rather 
slow to turn back on himself, making 
it all too easy to skid' into one of the 
Ghosts. However, the biggest fault is 
with the power pills. There's absolute- 
ly no warning when the Ghosts are 
about to revert to their normal fatal -to- 
the-toueh selves, making chasing them 
a hit of a pointless and often lethal pas- 
time. All in all, more than a little dis- 
appointing. 
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FATAL MISSION 
& 'THAT 
TENNIS THING' 

Public Domain (S12K). 

17 Bit, disk 2005 

Fatal Mission is a horizontally 
scrolling shoot- 'em-up, plain and 
simplej and comes complete 
With everything you'd expect from a 
good blaster - loads of nastier, loads 
of bullets and loads of power up 5 
There's only one level but it's fiendish- 
ly hard so as long as you've got a low 
frustration quotient you should get 
your money's worth out of this, 'That 
Tennis Thing' is a basically Pong, with 
the innovation being that the bats can 
now shoot at each other. Hrnmm, rad- 
ical. 

(By the way, make sure that you 
read the instruction and credit screens 
■they're rather droll.) 

BATTLECARS 2 

Public Domain 
(512K). Fortiss PD, 
disk 868. 




T 



|his is what we want. No poncing 
about, just drive an armoured 
hotrod bristling with front- 



mounted machine guns and homing 
missiles around a major city blasting 
seven shades of Shell out of the other 
road users. Sadly, however, although 
Battlecars 2's premise is excellent the 
actual execution of the game is not, 
Technically Battlecars 2 is fine - the 
3D polygons are fast if on the bland 
side and the car drives like a dream - 
but, as so often happens, it's the game- 
play that's the problem. In one-player 
mode you have to track down and 
destroy a computer-controlled roadster 
in under three minutes. The computer 
doesn't fire back or seriously try to 
avoid you, making it something of a 
turkey shoot. In two-player mode you 
can fight another human head-to- 
head, as long as you've linked two Amt- 
gas by a cable. Why not split the screen 
SO that two people can play on one 
Amiga? I guess a two-player game 
would be quite good but since we Jack 
the equipment to do it (and you prob- 
ably do too) it's a bit hard to say. Bet- 
ter luck with Battlecars 3, eh? 




SPORT FOR PC 

Play a round 

All year 

round 



It's raining cats nnd dogs outside, but it's a beautiful 
crisp Spring day on the Torrev Pines Golf Course, 

You approach the tee, driver in hand, Gazing down 
the fairway, you notice every feature of this classic Pacific 
Ocean Links course. 





The Challenge of Golf takes 
you to a new level of realism. You 
can almost smell the grass, feel 
the silky putting surfaces and 
take in the fresh sea air. At 
times, you'll want t» replace the 
divots, until you remember it's 
only a game. 




But WOW, what a game! 

And now, as well us the U5(i 
colour 3D PC graphics, you can 
experience Links on Ann; 
featuring exclusive HAM MODE 
graphics and digitised sound. 



So, put on your sun 
visor and practice your 
swing. You're next on 
Lhe tee. 

Available on: PC 
-44 (VGA or MCG A ,640k 

and Hard disk required, 
Supports: AdLib™, 
SoundBlaster™- MSniind™ sound 
cards). Amiga- HARD DRIVE and I Men of RAM required 

©Access Software, Inc. 1991 All right* reserved. 





U.S, ('-old UJ, Units 1'J. Helton) W a >. Holford. 
Ilirmingtiara lil] TAX. TH 92 1 625 ;EKA 



A serious PC experience 
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DLEEf ATTACK! 

VQ4J NEED H HE**PO*M TO 
ATTACK ! 

m* on.c «TTrtCK* 

fit* HITS FOR A PCINT OF 
DRUflSE I 

DO VOU WISH TO i 

AJTTflOK OB FiLEC 



PlaySID 



VOU EFW'E 

ecroRc ■■ 

£ ORC£ 
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LEGEND OF 
LOTHIAN 

Public Domain 
(512K). PD Soft, disk 
2491. 

le're in RPG country with Leg- 
end of Lothian The King of 
the land of Mercia has been 
pyl under a powerful sleeping spell 
You, a humhle shepherd, have been 
chosen by the Gods to save Meroa 
from chaos. By exploring Mercia and its 
many towns and cities you must dis- 




NAME DH'.'ID 
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cover a cure for the King's ailment. 
Already foul Orks have started invading 
the land SO there's plenty ol opportu- 
nities for a good ruck. 

Graphically Legend of Lothian is no 
great shakes - you and the people you 
meet are depicted as white unanimat- 
ed outlines, for example. That said, 
some of the portraits, which pop up 
when you interact with somebody, are 
quite nice. Compared to Ultima VI, Leg- 
end of Lothian lacks depth but then 
again it comes on one disk and there's 
little disk- swap ping so there you go. 
Not my cup of tea, to be honest, but 
it might well be yours. 



Public Domain 
(512K). 17 Bit, disks 
2024A-D 

Poptabulous! First off, let's make 
an admission - PlaySID is not a 
game. However, it does have a 
lot to do with games. Well, creaky old 
Commodore 64 ones, anyway. Basical- 
ly PlaySID is a program that makes the 
Amiga's Paula soundchip emulate the 
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AAAGNATRON 

Shareware (512K; 
not A 500+ compati- 
ble). 17 Bit, disk 
2019. 

Iorrnally in these space shooty 
things Earth's last line of 
defence against alien invasion 
is a lone starfighter, Magnatron's sce- 
nario is somewhat bleaker - Earth's 
only protection is a space mining ship! 
Doesn't bode well for our chances of 
survival, does it? But this isn't just any 
space mining ship ■ it's equipped with 
a super- powerful tractor beam, You, as 
the ship's pilot, can use this beam to 
'grab' asteroids and even alien 
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C64's SID soundchip and very well too. 
The four (.!) disks contain literally hun- 
dreds of classic CG4 game tunes. Wiz- 
ball. Master of Magic, Miami Vice, 
Sanxion, Green Beret, Mutants... you 
name it, it's got it. Anyone who fond- 
ly remembers the days when the likes 
of Martin Galway and Rob Hubbard 
were musical Kings of the iKommodore 
will have a nostalgic field day with this. 
One thing's for sure - they don't write 
'em like this any more. Mot J arf1 
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THOSE PD 
PERFECTOS 
IN FULL 

As the sharper eyed may have 
noticed just three wmpaniM have 
sent in PD for r*vi«w this month. 
What's the matter? Do I smell? 
; Come on, guys, I'm starting to get a 
complex- Send your stuff in, please. 

17 Bit Software. 1st 
Floor Offices, 2/8 Market 



Street. Wakefield, West 
Yorkshire WF1 1DH. 
Tel: (0924) 366982 

• FD Soft, 1 Bryant 
Avenue, 5outhend-on-Sea, 
Essex SSI 2YD. 

Tel: (0702) 612159/466933 

• Fortiss PD, P.O. Box 2, 
Earl Shilton, Leicester 
LE9 8LU. 

Teh 10455) 850984 







ships and smash.them into each other, 
thus destroying them. As the player 
progresses by cleaning each screen of 
alien filth the nasties get more varied 
and more vicious m their attacks, 

Mag natron is one of those games 
that sounds good on paper but turns 
out to be rather unappealing in prac- 
tice. The movement of all the objects is 
governed by inertia - nothing innately 
wrong in that - but trying to lug the 
careering boulders around AND aim- 
ing them at the aliens 
can get frust rating I y 
tricky, especially if your 
ship is whizzing around 
as well- Although slickly 
presented and well pro- 
grammed, Mag natron 
fails to impress. 




It's a real shame but it's fast becoming 
painfully apparent that, just like the song 
says, there ain't no cure for the summertime 
blues. We feel a bit like Michael Fish here, 
confidently predicting a few months ago 
that there would be no summer slump, then 
having a big ugly one come up and bite us in 
the butt. That said, there are still a fine few 
products warming up on the starting blocks 
- most of which are on display over the next 
few pages. So settle down, put your feet 
up, shake yourself a tall, cool cocktail and 
thank yourself lucky that it's hot now. fn six 
months' time the software scene may have 
hotted up but you'll be freezing your knack- 
ers off. Not a comforting thought, is it? 




CAMPAIGN 

Empire 

Question: Take a programmer who's rather good at vector graphics and is 
also d bit nutty about tanks, and what do you get? Answer Lots of games 
about tanks using vector graphics. This is certainly true in the case of 
Jonathan Griffiths, a programmer who already has one tank game to his name 
in the form of the excellent Conqueror (remember the one that used the same 
landscaping techniques as Virus?) and is now putting the finishing touches to his 
second, more serious venture into the field. 
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Unlike Empire's recent tank-based effort Pacific islands, Campaign 
is set not in the present day but during the second world war, when 
the equipment wasn't as sophisticated as it is today and tank com- 
manders had to rely on their wits rather than a multi-million dol- 
lar laser targeting system. The game features just about every com- 
bat vehicle available during the six-year timespan on WWII - over a 
hundred different vehicles, including tanks, trucks, artillery guns, 
ships and aircraft, 

Campaign's a far more sophisticated and involving game than 
Griffiths' earlier Conqueror, which was basically a shoot'ero-upwith 
strategic Overtones. Here you've got a game map the size of Europe, 
and vehicles designed to replicate their real-life counterparts down 
to the smallest detail. That's not to say there's no blasting action - 
with this kind: of firepower at your fingertips, how couldn't there 
be? Player? can choose to take on the role of campaign comman- 
der, issuing battle orders to groups of vehicles at a time, then con- 
trol them directly in battle situations. Sounds a bit tasty to us 
Campaign is almost ready to roll, and is expected to arrive/ 
sometime in September. You may well receive a full inspec-f 
tion next month. 
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Empire 



Question: Take a programmer who's, rather good at vector graphics 
and is also a bit nutty about tanks, and what do you get? Answer: 
Lots of games about tanks using vector graphics. This is certainly 
true in the case of Jonathan Griffiths, a programmer who already has one 
tank game to his name in the form of the excellent Conqueror (remember 
the one that used the same landscaping techniques as Vims?) and is now 
putting the finishing touches to his second, more serious venture into the 
field. 
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Unlike Empire's recent 
tank- based effort Pacific 
Islands, Campaign is set 
not in the present day but 
during the second world 



war. when the equipment 
wasn't as sophisticated as 
it is today and tank com- 

^ ma riders had to rely on 
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targeting system. The 

'-'-' game features just about every combat vehicle available during the six-year 

time span on WWII - over a hundred different vehicles, including tanks, 

trucks, artillery guns, ships and aircraft. 

Campaign's a far more sophisticated and involving game than Griffiths' 
earlier Conqueror, which was basically a shoot'em-up with strategic over- 
tones,. Here you've got a game map the size of Europe, and vehicles designed 

rf to replicate their real-life counterparts down to the smallest detail, That's 

not to say there's no blasting action - with this kind of firepower at your fin- 

°- gertips, how couldn't there be? Players can choose to take on the role of 

campaign commander, issuing battle orders to groups of vehicles at a time, 
then control them directly in battle situations. Sounds a bit tasty to us. 
Campaign is almost ready to roll, and is expected to arrive sometime in 
September. Vou may well receive a full inspection next month. 
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Already a contender for the shortest game title of the year (if 
can Ihinlt qf a shorter one let us know), M is the latest role- play- 
ing adventure from those most prolific exponents of the art, SSI. 
Obviously not wanting to be left out m the cold by the new tide of more 
sophisticated RPGs (Eye of the Beholder II, Ishar and Ultima VI among 
them) SSI has cleaned up its del considerably for this newie. Gone are the 
bland PC-style graphics with pathetic little windows, replaced by a swish 
foil-screen 3 2 -colour scrolling arcade-style 3D isometric display! (Phew). 
This is what RPGing in the 90s is all about - but although the technical 
spec may have changed, the OTT scenarios haven't, In M, the player leads 
a resistance group tailed the Midnight Raiders, who battle against the 
evil Terran Overlord Government on the remote plane! Monsoon. Your 
objective ■ to rescue the members of the diplomatic faction kidnapped by 
the TOG as bargaining chips with which to achieve their foul ends. 

Most of the traditional RPG themes are still in evidence - the player 
controls a party of four humans and a robot, with the computer-con- 
trolled characters revealing more about themselves as the story pro- 
gresses. You can chat with the various NPCs {that's non player characters 
to the uninitiated), including alien races, and of course do battle with a 
plethora of futuristic weaponry. 

But what actually is M? That's something that's only intended to be 
found out when you unlock the secrets of the game's convoluted story- 
line. M is being hailed by US Gold as "the most visually stunning, tech- 
nologically advanced, intricate and compelling science fiction fantasy 
role-playing game ever!" But then they would say that, wouldn't they? 
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DARK SUN: SHATTERED LANDS 

US Gold/SSI 

In the second of SSI's bold announcements this month, a new rule-playing sys- 
tem which be used in the company's future products has been unveiled in the 
form of the Dark Sun game world. The system's the next step up from the 
Advanced Dungeons & Dragons engine, which has been driving the company's 
RPGS for the last four years. Role-playing fans will no doubt be making them- 
selves sick with excitement at the advent of Dark Sun, which promises all-new 
character classes, more sophisticated HKs and generally a more fluid and con- 
vincing game environment. 
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In Shattered Lands, the first game to use the new system, the action takes 
place on the desert world of Athas, where much of the planet surface is a sandy 
wasteland and the few cities are run by thousand year-old scrceror kings. Hmmm. 
The player's party starts out as a band of slaves in the city of Draj, who have 
been condemned to die as gladiators in the city's arena. The idea is to escape 
from the city into the desert, join up with other slaves and put together a rebel 
army strong enough to return and bring down the despotic regime. 

The sereenshots here are from the PC version - we've been promised that the 
Amiga version will be near-as-riammit identical. To be honest we prefer the loo); 
of M with its fancy isometric display, but judging by what we've heard about the 
game system, Dark Sun coufd be the game to re- write - or at least revise - the 
RPG ruleoook. Only time will tell. 
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BEASTMASTER 

Thalamus 

With Psygnosis' two Shadow of the Beast games being such monumen- 
tal successes (there's a third on the way as we speak), it seems strange 
that they haven't inspired more cbnes. After spending a, few minutes 
with Thalamus' latest, however, it becomes apparent that the two games have 
more in common than the word "beast" in the title.. It may be something to do 
with the fact that the game'} been designed by WayneSmithson, who produced 
a string of titles for Psygnosis before moving to Thalamus for this latest pro- 
ject. It's a scrolling arcade adventure set m a hostile world that has the player 



BATTLETOADS 

Mindscape 

We promised them to you last month and by golly 
you've got 'em! These are the first pictures of the 
Amiga version of Battletoads, which Mindscape 
is currently converting to your machine from the Nintendo 
original, These early graphics are already indicating that the 
Amiga version is going to look a damn sight better than the 
rather crude 8-bit NES version - promising signs indeed. 

Originally billed as a rival to The Turtles {remember them?}, 
the toads have managed to keep their popularity and cool- 
ness with the Nintendo-owning kiddies long after their ha If - 
shell rivals were consigned to the dustbins of pop culture. 
if you're not familiar with the game, we'll bring you up to 
speed, There are these three mutant toads who are well hard, 
right, who travel through space righting wrongs. When they 
come up against a particularly big wrong in the shape of a 
g< -i lactic villain who wants to destroy the universe (or some- 
thing) they pop off to sort it out 

What follows is an arcade extravaganza as the toads bat- 
tle their way (hence the name} through the various levels - 
each one a different type of arcade game. Things get start- 
ed with a straight scrolling beat'em-up, then progress 
through a chase on high-speed rocket bikes, a descent by rope into the core 
q1 a planet and a' platform-based arcade adventure. 

Having played (albeit briefly} the Nintendo original, we reckon it's a right 
laugh and have high hopes for this Amiga version. You've already seen how 
nice it looks, and providing it can be kept up to speed (it's quite a nippy game), 
Amiga Battletoads should be a top rollicking conversion, and maybe just to 
thing to heat up those cold winter nights, There's no firm release date as yet, 
but expect to see something more concrete around September, Ribbit! 



(the Beastmaster of the title) on a quest to find the Guiding Light -whatever that 

may be. 

Though on the surface it may look distressingly similar to the Beast games, 

we're being promised a whole lot more The player can move into and out of the 
screen as he battles with his adversaries (there are bundles of fighting moves) as 
well as trade with characters and, most importantly, control the members of the 
animal kingdom he meets on his travels. 

The game's played in accelerated time, with day and night sections, and the 
graphics have been provided by veteran computer artist Pete Lyon, who's worked 
on more games than you've had hot dinners, so we should be in for a visual 
treat at the very least. We'll see how the gameplay stacks up in September, when 
Beastmaster hits the streets. 
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id you know that if you were to take every Amiga game ever published and lay 
I them end to end, they would reach the moon and back again? Well, may be they 

would. Nobody's ever been sad enough to work it out. But one thing's for sure - if 
you got just about every Amiga game released over the last year and fisted them one 
after the other, complete with all relevant information including a comment and ratings, 
they WOULD stretch from here r where you are now, all the way to the very back of the 
magazine. If you don't believe us, simply turn the page and see for yourself. You name it, 
we've got it, from A320 Airbus to Zone Warrior. We reckon that our Games Index is the 
most authoratative guide to what games are currently available for your machine and as 
such is well worth chopping down a few trees for. If you don't agree, you can always go 
and live in a commune on a soggy Welsh moor, eat berries and sing songs about 
vegetables. In the meantime us guys are off to bury some polystyrene products in the 
earth and drive around town on 4-star petrol all day. 



THE COMPETITION 

You will find that our Games Index is not only an absolutely excellent as a reference tool, 
but also a very spiffing opportunity to win some glamorous software prizes. Our first 
three Games Index competitions have all been such spanking successes that we have no 
option but to continue it. It's not easy satisfying public demand, you know. Sometimes 
we feel as if you're a pack of hungry dogs snapping at our heels. So stop snapping and 
win some prizes instead. All you have to do is answer three simple questions, the 
answers to which are lurking somewhere in the pages beyond. The first correct entry 
drawn out of the hat after August 21st will be receiving a truckload of games goodies 
shortly after. 

Send your entries to: Games Index Compo 4, The One, Priory Court, 30-32 Farringdon 
Lane, London, EC1R 3AU. 



1) Which game's designers are described as "masters of the polygon"? 

2) How many games scored more than 75% 

3) Which game is named in part after our illustrious editor? 

Splendid. Now, on with the cavalcade! 
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THE UERDICT 



msi i in eariniu mmiHi ill. in ii ur m iciiir mi ii man i iiiiuiii 

HUM It! Einilll f Willi Hat ll MlrttlHt Irililll, III INlMtl II Ml Itltr 
scire. 

(until hi iiimillp uif Htil mini ii iniiM Him an him ll anin n in 

sirceii ji in fmiiu. mil ifiiuss an iiunii; "niNue" n irmii menu 
Sltir IIH liri nil dear. 

Ml nir t n rim lie ten »m mcriinse. in u mi it huh a iihh. in ream 
iin h nn it in h ii. in j n iif eHHiu in imr ruler iniiinewiit iIibsiiiIii 
liieceiurr inn mi an ill mum iilMiut 

liner ii ic imn (iirm » i mi eibiihi iiiemre im in nh mm 
iiimlii Sicaiii in Inner linl. imrl imllu ill imil ireMiii limine; 
il ll ii lie HirriMiNlii ll mi untiim. nice Eiincieririllii IN. 

itrinm ill in ii in IH1HI iiitiH inn ii lie men mi iiai i iiinn siin mr | 
len mm » Hrti iriini ciEiin rticHii iiliilltlt ill nilli Ii irqt. mile 

ail meiieii. UN linen N wi\n 

ll ink liki lilt, ll lines III Gilt HI in teller lln lilt. fit. [lit mill nn. ie 
INI iu em lire ei mil lit tm m iilm in; linn, in lit in hih in 

rli-iir il lit irmiai Iiai ll : irtl men lell ikh i INI. 



mini? nei re Ml lllllll. In III ll ll III) ll UtiHi lints ll IMlll in ItllH INI 
aniN m etie ii lit screen an iiiiiin at m miles in tmiei n iein ii t unii 

lllClllllll'IllllHItllU 

H' He inn im. lie irinirs Lie nn nn Heir m Ii He mil UN ene M lie 
tered urn iirJiii mi<i i hi im n ii ale n im m nin hi m. tinimr 
ihmi III It muni in tan aiimui lire, mrj urn mier nil 

f leeiiai Einiiir Nrim i m «i-n mi hum Hi ml tvi ur in inii tiite 
iiiih iNiiestit n im ihi'I nam irriiu. men mine; tiier Ml. Ml i m if ii 
aliiKH mi niti hi n in us* Hf whim Ii Mil mi 

it a hc eiitf iik in irem mi ii a in inter un lis tm imir. in nib ii ii j 

inr mn limit li i irmtllii mile nun in iilelleialle! lie ill Ii li ti»r 

IETMI II Hie MHMl llll IMS III III N llll l| M'K II lelllf 1111 ll Slllli. 

II i i ■[ nil i m Ileum me m hm nil! IS em ll ai liiati it lilt. EH It i 
iiiih Minllil ii.'.''it mi iin itiiiitiiN iiini Mills line Ell irmi enii iisine 
iiHriimii irim li rtmi lit iininni. im. lie urn 11 is rmisi 

ran mail! 1 niHiiit ib mini urKian ma Hn ink id ii IH cm hi i iih ! 
me mi li ink It Htmrtjt im Eimner nm 1 hi hih h luter in 111 
miiiiiiriieiaHsiii. 

lamrt ii in iwiN. Hum lent mm inner » iriiim miiti miest run a 
imittiar uiaenta ran mi im n sun m tin mi i nun nil twin mm. 
rretip mil n« im. in in inpiiti me lie aw 

unit in lit iinei in linl (iiira net Mil le irriii iki n ink h let 
i itinuen. in a iiiiiin [iict-iini em mniirt tin nin ten mil ir in 

mm it Einn lertm. in nei intan iraimumi. in imnuin 

ihiii imnihib ink cm u run inn una in mm mtiei in meiam 
limine inn tin ii in. im 11 in nmr me inm m ir m mier. rreni 
mi iniiii. lit mm ei iHinea. mm nines en. 

iieire unman lie nkciii dip h nterien n iimur iHI I! mtiN IM ill- 
ie? iiiih iniiii n nrim nn im ut rtmiii mtam Eitnmi me nmii 
amiiirt nn m iriMici 

■ere mi a cm n in iik mil. imir m nnt* rm leiiri. in mil iitrm sue 
iniits Tiin't ii ten mini :i hi hi hi if inii sins, an in ream net 
milium, in in im mr inn m w met mr iik iti. 

i en tm siKHiiii mini n untune 11 tie miai n HKNiier iiini Einn 



i inn uririhii m nniiKie nrnte. ii mil * i ilctiai. m in ml lie Hi 
iiNiiiren if slit pile im mi ii i iiism n urn n tieir men miit. I mih 
ii hi ti tie tim ei n ini nn wri im i mile ihiiii imim. 

UN lii'l mi ml ilinr mi nm Hill, im m ureitii |ln iiiIn m m ratlir i 

HllHllelltf irillltt, ll'l HHt It EMH ll i Nil It II Ml l» |lll| ll|ll III 

mi innn ie tie m n nn n iim mi iNMier fie grw c mi. 
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THE VERDICT 



li inrisiiit mm in in Mr iraiimi lit u us n-n una urn iik. in in 
inch ill riiiis » in tiimti i mini mi sner win inkis in list 
irtmuilii. Hurt irtMl mi 

l lliriiin i wiaitiiil artiie HKilin mil si n Win iraniit ihik ii'lil! 
mi me iiiii hue injur ui iriuii li i irewi nin inim n MjHffliii m 
lUMMn iiutiMniiiiiiii 

irtiini tiiiiaiui il in iiniiu hi iimesi iinrwn iMirtwr tin. hi iik 
hi miriaNHK. m hum «. in li lit mi n nine mm. linr-miai m 
licrtlifc HlHtitrMit Hint: 

Cifi reiusti on sinmi mill namr nil win m mini it in inn tru m li 
li me:i n mi i li in ciist iiei mi. lie miri iiikwiii n U it m iki li ill 

Klin HiitllilllilHIir. 

li tiriaini is ii inn n km hi him nr "ins. m i Lie mi nn «e '"" m m 
in mil ii li mill "mi ii in Maxim iciiii. m imam hi if u mi i iki em ii 
:ninms hi- i ncecuia rrn tin u Flu I [till. 

i insi hi nr in 1 ! Unit in iihih in i pur ui't iuih H lie ant. 

Utile iiif mm ilrllrltil im lie tlilciis il sneiilii lirrilie li lilt liwi mi 
mi rmiti aiuriHU nrprltln lull iifU iNn«efi 

I art il inn until him hi sti Earn, mm tiuci im i wn nut m i 
lawn ueieii. m hiimi mi inin ill Imeiibt h hii ii ii ilin. liii nr n 
turn n nit inn mm. in mil imii n. 

MnU runt iiiiiriiia ir iimr m tiiirini it limn iimhi n mttiiii h i 
imhb mn iilirim im il IM llHtl nniwii lint anui luri im miilu 

mi IU illinium, till mi-Hi mi ir wei it mn. It 1MI MNHUn. 

IM itsr in mil rxm me.ni ear n hi mi ii 



it mi nam iiiiMHMi i mil iirimilii ilmii hm im i im men 

i :nci isiii'iliiiliaura m-ulliiM if hi n"l« H h inin ir liii iieiatt mi 
im ii ii nut. liar iiairiM I teiiain it? in lit". 

IlIKU IIHri IKI Mil Ml iHMrlll llltf t lift SUM. IIIU IIKrtllH 

HMui ill 1" nricHii me iiniiiii inin. mn im niMriii nes ii nil m 
lldlt II MUM 1IIHI III Sirirlttt. Slier 11 SHI II ICE Irtil tlllf Iliril' 

HlHt III lilt III II IK wrMM inn llll IHI until IMI II IIKtl II IICI III! 

Ht u nil ii mini i time in simir n im lit mt win nr imi lint, 
isiii.iiidiiMiiiiHiiii'iiiuir 

ii u im Mil mm met. im ii iiriiniir imr m m Hum urn. lit imi 
iniiiim. it nisi hi in. mis siniiii mi is »ir win im mii ii. Ihk net nil i 
Itllt HI llltlH M" 

mini's ramr ikmmiii mit'iiii im in Mimr Miriiwi in Mil mi nn 
iicii ii nn ii s siiihm M ii nn imiii mini lie ninth, im ii itn irtm m« 
MtiiiM immi if m nir aim ii ill ill iriHin tniii 



ii in mini mi miii i mm m a iimi im i ii n nr nam eiitn itmirie 
ilMilirlii nl riMiam im m m Mi ■« UN Hi iriHies sir mill mil 
riiiiiErlNUi 

1 1 in:; in iirti mi im i iilir II tillian Imii Ii mlilt III neni-li mil ii 
iriine Miunri m iiniii iriim ill Ml HdN ii rnni iitelllim Ml 
rtilHinr lit hi Iimhni. It IIH lit Hilt IH tlirt 

i inn itiitn i iimi 'tin hi i ttii'ie iihimiI d « ii nmmie in 

'UiirH in Mir mi n iNr mce mpiei im nrriin ms ire itnin li. imii m 
imi mi km im met. in isi'i in hi Nitrmr iNneii lnr timti 

emi il ni Mill in mil nn mi an mer Mile li in ihii. mi'U iim in urn. 
men lumn allies nun n nil mt m UMriiii tie iimiih ii iriai Hint; 
ii atiHUi in itn nun n m piii hi hii. hi in iireiT ii't in' 

isiiitnc ill il acini in iihiiii Imm'I tiari itHMiM inmiiii. Mi imi tint niH 
am imi tin imi HMiE imi me in m m ii' Imi mritim amtar hriin 
imniii allium nritiiiritiiim 

intf m irtimi in in iimi am M irmei in nnilii imi (»■ m in nattii 
ill mi niiaiie iiridin il imi I'lilil mn lilt twr-iv III mil liiMt llitt 
mn. n in imi. lie mm man rattf uutffi hm ini urn 
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THE VERDICT 



Sin inn il mil mile li in wee ton. una tie mil il mr nieretnir :ili n 
ii mrii mi ne firm iiinin hienseii, tin im im Mini in miir mini 
minim, imi am mum hi m nn sim mi inn 

iihii nei lire i iriiiii uitiiirt mi n irt, imr It sin fi ihhI. lliiti lill'i 

lima iisimiiii inn. n nail n En ii lie miMtr ms na mrim em rill 
iiiiiiriii.iiriiiimiiri. 

urn i an ana m i>ii jus if mi men m i ran lit im n na mai 
mil iimi ii nr iia man uim mainim mr nun n m i mm 
laiiar la. nr inii la la it? 

n'j me a mm li air m iik ir siieiiim in n rim seniiui nuiei ii 
am in len ir nier mi tiui n ill nun nm m eiaiim mjm 
Ei-liltilii-l|liripMH)U|lHlHlllUlll|. 

iifimeit ill lesi sunt si irmi m irnuir He ir m lesr \i lie inn 

tiir. Um miniit Jiiiuim ii inner Mil i H|i list il Itlilil m tririiliiii 
muns mi inn sins n na n m in. 

Liuiiiii, iimi iiiiuii am mi m in i mi timi n ill lit mitt nil 
la t Eina. in iiiiiciiiiii siniir ii ia rim mi la nit im n hi hi ii m im i 

imermiisiaetiniiuEiiiiin 

mini i mil. in nail imiiiiii il inr imi inriEii; me lie ane li all 
"Miim" tiir sen ii in iim. miHria mm iciiim ink in mi Hi-mei 
iimai nil mm tali. Fmimr In t em ii lei nn. 

mil m ii in nnmi mm n imra mi inner tin n if cm umuit 
■in i eh an mn iHiam tan me mi. laaiim uki im nniniir chhii 
ii tn inn li riiim. um mi m hi'i mi mi. siik 

in Miai i net ii :ei i nt fieri mn. unin mim hi mer mi mre mi 
li emu. uri n me n Hnilire inn il simm inner liners, nil si-m i 
nsur prims: lie p eieHHia it na liar na mi 

in a mi ins Hue sin ia mn n in iimi in m m en iiicm Hi mi iar 
hi im n imi iimiire hi unite, inn uiifmIei. in u main i m amrii 
hr- iitwn il ih 11 imi. 

iniMr Eiumeii cineien mill tit im iKnina. Till in in iirinri mi m 
ua ia ma n ia in unm nm m nue urniir iiEnni limit mr ia 
line [iim m mi iRinie m iiiamrti. 

fistiiEii imiin mi. siier Eiiiiriii tine imaier nn rmir iiiressui sim 
reii in niiiiit. Mire tiiiiri itai m am sme i imi n. uhikh cairn leiia. 
iin ii iwiutfic eiieits. 

ii hi mil tt in snt im iiiitm Timlin, in ir ins- lean mi naiiim 
eiermiii mi i nine n inir. in irmerr im till msiirs nm mr in am. 
tier irinict m riirmniii nine mnia mm n aim, 

ia ma liner n;; n nm. uim nm ire smm an rni in mil ia tcrai 
m in mr in n mn im tw lie mil ma n iirim mat me sue 
Eiiiiutui uses sunt mini mi in n mm nner iicinn. 

a m a i nm run n in n mi nit h an iwn m n in nm n't nn n I 

inne.nerri: mil nmimtiii uririLmtiniiim .in mil imi 

tin inir nsiiKits iii in: mm. 

lme't ii mn tin in ami n um n n eiei imi mr in nririmieii mm 
mnr hie (inei uim m nn In im ml mi nun nil mum mi m 
hi mm mna n iiriiits titles sun in ii ia mi mm ti\m imn. niai 

Nn nil m me amnri ibi n i leimii nil. n lent ir mi; niiren ien 
inai iieirannt mni nm uiu nm iniai iien-t. imedirarm "n hue 
inir mi nsnest 'airness n air leimt. n. rum. 

immn n mr n». hue ricnn n enter i nar an nm met sat) ill 
ensue i lies mi mini, er i ai rissut imim n m tra nn ins ii nap 

imt mi art iirk ii ir. irt i\m mn in n mi 

ma mi ae nm umeseir use m aim im im in, nnr ten m. fa 

im imir iresemim in n Etna ii iimm cnirif IN nmr n Eli mci li 
nils i reii in n in mn i iimi li mi iimir lenm n i in mr in list 

i inn me n im hi mini in (mi im mi I IN man mi iim nr inttr na 
mi. in im lies n mi liner in m n main nm sin me mi mum. 
Here's i w in n sshkhii mi ai aiimm n in m iiricri unirs 
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mn it lit nit mi ii it ittitr lilt mt IM input) MM mi innm Kilill 
in tie him is mm annul. Mill mum iinnm mi i win mr lu 
iiimitm. 

Jffllt tllM K II MIDI II lllll II IHU IrllU 111. limilllHIf. I If HI I1HI 

ii'm i iiin nHi ii ih uriiK imiti iiihi litre mm in Mt iiii nn 

till. IK. PRtlNl 111! II IM lat HlE tier IHII II illllllfl HK. 

riKili. iii mi, ii. mm. inmri mitim mi stitiiit nn inr emu in i 
:iuinittt ire UMl m Mr "lm" Mini ills nnniM il tie ill irtm linnr 

iHllintrllMMrHNHllllH 

m w stint mini i iim n mum hwmwii itm i iiir/Miri n trail i m 
tiinin mmi nr iki stiiitiH. irui riMi inn iiicuti rum il mini li inn 
in she iim emu retiri umn wiimi n mi mm tie mm initiir. 

in i ; i line ime lit mile iim im tie Mm m n leiiMi until nr muni 
mien me mt mt ti em mm n mm mnmmm m iim ant Mt 

Mir? ii mi ram m« im nut i iiiimt iim. lie met Mm. 

i mh mt nr iienm lit mt mil mil mrinn lilt tu meir leiie it 

mi ii in imiiiii iiii iki mum m mi mm a m urn. mi lie uintir 
mm mi mtiMi itiHiii ii mi umiiiK. me iimi muhi mmiii. 

urn irmi im iimi iram m imim. mm me Eiilii mil «i hum lie 
■riMi" ir in mil tit nre mmi rmira ti bum mncii I ius mnniie 
Hmniu 

le 1-111(1 fill II Hril III Mil «! IIII IM UUlllI IIN III I III iMfl Mel. till 

iiii mi im IM met iruiin nun il Hi iw lit Mllln imi me in ii 
Hints u mi, im t iki iNii mm 

limine lies i mt im inrami il i ml mei n mile iirt mi i mil ti n 
mi nm mines tit il ni n mini li imi i hi iirinr. tun's me mi im 
rcii intiliti ii lirmi Mmtl in hihiIhm memr. 



tie iw flick in jici i Hi ii I ill lir lie riitir Mil mini mmi hie; ii lit 
kiln Ekeiiiii mine: m ink mn mmn rm n« «« ime lie rim lie 
mi net rum iron Minhni. 

mnet mil- tin im ne ruimit iimk. ir mm m n flew tf net ttfiiim 
Mdirailt, mink mines llimr ihii tritcn hi mini mi iiwiert u tin 
left eiHKEcii. hi nn iMiliurm. 

mt iihbi ii in ieii<MM lm niui iu um u nil Mid ncrwe Mt a. IIM 
hiimm IM iw i meiiiiii inn m iinnnc itrit. nm ii Mieiei imt m 
mcti iniMtt hi unit met ■imiiin men linn nr curat u. 

in in in hi ten n mi. im nei re nt mei mi pheih iw mil IIM iim im 
ii nimi limit. Ill UiliHlalli diurtii n niri mi. lit lentt nil mm 
mr im h matt, sun itmiet m m ime n t in imcr mmi 

mi HMD ti mt ii riiier tin ii in in m « mini iimiimhil ii mm ii im 
iiii im n i im ennnie mineiet imi iiii. iiii ii iimi lm II lie iii-ttrtei 
nun ni list im r until im rimi-nntici li erttM irmiirii im 

i rintr ntier im tui ne tjitM mi ii « eMitriM im. nm m mi hi mm 
inr in limn i MM M tieriii mmi leirta is na ewinili M mcnmil 
irimmiii. JiMf. 

tit mi fit lllirllllll III. II IM IW II HIM H IL. tl't I Ml II I IINIIIt 

tiKimii nil mi I n nrm tie tin mmiiin ii in nm. tn lei mciihii m im 

limriililiiieilltiliiirliilifilie. 

mum ttmi n in inmn m mi m m. tueii irnim ni i nn ii m 
Mrrim iiurn ineiiies tie tin m en liiiiti nii im leiim: milt mile ii Mir 
mm a mil urn m liiiritinim uit 

in Miinr ii nt iMMrat it i m m int. rr imtr ml nn lit in nraii i 
mitr it screen ism ml ti wiet M leli nil lie minis in. i ii;<ies 

IIWlieiMMtUI-KllMll 

riniri iim iiimiiii in. tmnieiMii itintim in nitrir uminiu. unit mn. 

leMium it in i mil- iirin Hit niimitii im n mi tninr 

iiimn mei iron tiiuimiiMeiaim t 

am turn, tie Mil mn ii ii a smir n tie mi n net iim nr mini 
iicum mien nil ii utint irttm n iiitmte itmis Sner tiHti 
twiniii tiMn mirtN im.ifiiM «nm ntHitii 
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EXT ISSUE 





In recent months, it may have come to your notice that our Next Month pages are, well, 
not exactly bursting with actual hard facts. While it is obvious to anyone with a brain 
this is simply a case of us playing our cards close to our chest, the horrible thought 
occured to us that you may actually think that we don't know what's going in our next 
issue. 

This, of course is a preposterous notion, and one which we're only too happy to dispel by 
printing, just as an experiment, a next month page with some actual information in it. 



ELITE WORLD EXCLUSIVE PART 2 

More screenshots! More quotes! More Secrets about the game everyone's talking about. 

DIARY OF A CAME PART 2 

Andrew Braybrook leads us through the more tricky aspects of turning his all-time 64 

classic Uridium into a megagame for the Amiga 

5WORD OF VALOUR 

From the magical mind of Kevin Buhner, the man who brought us Corporation and, er, 

Terminator 2, comes a 3D game so skillful that it's almost impossible to imagine. 

THE GAMES CHALLENGE 

The mighty GameLord Whitta does battle with the first of many worthy opponents in the 

first Challenge. 

KILLZONE 

And of course, there will be another thrill-packed edition of our tips supplement, includ- 
ing: 

THE ADDAMS FAMILY - Rescue the family members. 

FIRE & ICE - The solution continues! 

MONKEY ISLAND - Defeating LeChuck! 

EYE OF THE BEHOLDER 2 - The complete solution begins. 

ISHAR - Tips, hints and maps, 

PLUS: All the regular News, Previews, Letters, Interviews, WIPs, Tips, Reviews, Public 
Domain and Budget roundups that you would expect from the most well hung Amiga 
magazine in the country. 
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The One - September Issue 
On sale August 21st 
Better than any old crap from Bath or Macclesfield. 
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European Champions 



MO EUROPEAN TEAMS 

■P— * 
1 A 2 PLAYER ACTION * 
OVERHEAD KICKS, DIVING HEADERS, Etc. * 

SUCK, FAST, INTELLIGENT PASSING 
SAVE UP T0 10 REPLAYS AS HIGHLIGHTS * 




* SECOND DISC F1M1 OF CROWD SOUNDS 

* EUROPEAN CHAMPIONSHIP COMPETITION 

* AMAZINGLY DETAILED KITS 

SUBS BENCH WITH MANAGER A PHYSIO 
' TACTICAL ADVICE ON OPPOSITE TEAM 

* NAMED SCORERS 



Sensible 



CI, Metropolitan Wharf, Wapping Wall, London El 9SS 1992 Sensible Software Published by Rerwgada 
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TH( CMAWWi I tH COIIN C UBLV - B Thft PROPERTY Of SMITHS CRISPS IIMUE D © 1 987 



You've never played anything like this before! 

(• Nffc-Ow yoo will ftttt Colli Cartf™ Mdim soptnUr, tl Ail™, 

tM MOSf QfMBHC Ms MftMfff IlkUDM QMfKMf Hi nOjtO JOBKS* 

• scries of orioo%ap*fttfii$ pudcs nlaf »pcr -power doMitocs 
stt ta • strict of itMHEHifrf dtsigotd tones. 
NsM)m bb4 iA atf M - toftfiw <t«r idd Bp to i iri^^ 
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